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The venue may have changed from glitzy LA to less than excit¬ 
ing Atlanta, but June 19th-21st were three days spent looking 
at all the forthcoming PlayStation titles. Anyone who is any¬ 
one was there, with Namco, Sony, Ocean, Virgin and Capcom 
all showing their latest wares. Our 22-page report brings you 
details of every game seen at the show, with the best titles 
singled out for special attention. Metal Gear Solid, Marvel 
Super Heroes and many more await you... 
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Taking a break from the 31^ beat em 
up arena, ITamco goes for its gun! 

A young girl has been kidnapped by a gang of gun-toting 
maniacs. Sharp-shooting Richard Miller is the only man who 
stands a chance of getting her out alive. Two separate mis¬ 
sions await Richard's skills, along with more bad guys than a 
dozen James Bond films. Armed with Namco's specially-creat¬ 
ed light gun, you are Richard Miller. This is Time Crisis. 
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How to beat one of the most eagerly 
awaited games of the year. 

Bullfrog's strategy shoot 'em up is one of the best new games 
for the PlayStation. To celebrate its release, we have teamed 
up with the Bullfrog bunnies to bring you the definitive 
guide. Every trick and tactic and all the 
missions will be revealed in our two- 
part guide. This month we get 
you started, next month we'll 
take you to the limit. 


Next 

Issue: 114 

A GLIMPSE 
INTO THE 
FUTURE. Well, 
NEXT ISSUE, 
ANYWAY... 























































































Atlanta's 


Elect ronic 
Entertainment 

tXpO was memorable not for the 
stacks of games unveiled for the first 
^ time, or the nubile showgirls dancing 
down the aisles. Nope, E3 '97 will be 
remembered for one thing: the heat. Take an 
exhibition hall the size of ten football fields, 
fill it with over-heating consoles and mammoth TVs, 
then flood it with thousands of sweaty gamers 
hungry for a taste of the latest software. It 

wasn't a pretty sight, but 
the smeLL was even worse... 

There were games though, hundreds of 'em. And 

for all the hype around the Nintendo 64, 

the PC and Saturn, the 
PlayStation still emerged as 

the machine best supported by software. 

Over a hundred new games were on show, plus 
updates on the biggest titles of next year 
including Resident Evil 2 and the breathtaking 
Metal Gear Solid. 

But enough of this. E3 was a videogame banquet 
with enough delights to satisfy even the hungriest 

ga.eh.ad, gp j Qy feaSt... 
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Metal Gear 
Solid looks 
COO‘EL. As 
Snake ENTERS 

THE NUCLEAR 
WEAPONS 
PLANT he's 
HUNTED DOWN 
BY THE 
GUARDS. 

Naturally 

THEY SHOOT 
FIRSTj ASK 
QUESTIONS 
LATER... 
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(Left) Meet Solid 
Snake AND his lush 
COHORT^ Meryl. Snake 

IS THE TOUCH GUY WITH 
THE CUNSj THE CAL IS 
HIS LOVE INTEREST. 




KOHAMI 

Only one game drew a bigger 
crowd than the half-naked 
dancers which paraded 
around the show. Only one 
game was surrounded by 
damp carpet where the 
crowd either drooled or wet 
themselves with excitement. 
Only one game was the 
coolest mofo at the show... 
and it was Metal Gear Solid. 

Metal Gear was first 
released on the MSX 2 a 
decade ago and introduced a 
whole new gaming concept. 
Up until then most games 
were mindless shoot 'em 
ups, but Metal Gear 
offered something new. 
Konami reckoned fighting 
was not the only way to 
play a game, and that 
stealth had its place too, 
players were able to 
sneak through enemy 
lines and pick off tar¬ 
gets rather than taking 
on the opposition as 
a whole. 

Now, enter 
Metal Gear Solid, 
its 32bit incar¬ 
nation. 

Conceptually it 
remains faithful to 
its roots, casting 
the player as 
undercover 
spy Solid 

Snake, whose mis¬ 
sion is to infiltrate a 
terrorist missile 


base and eliminate the threat 
of a nuclear strike. 

Stealth is of optimum 
importance, and the player 
must penetrate the base 
without being detected, set a 
string of explosives and then 
escape before the encamp¬ 
ment is blown sky high. 

Metal Gear Solid's style is 
best described as James Bond 
meets Resident Evil. It's set in 
the future so the visual 
flavour is very much like a sci¬ 
ence fiction movie. 

Our hero. Solid Snake, is 
viewed from the third-person 
perspective, moving through 
a variety of fixed and 
scrolling locations. Camera 
angles automatically change 
to give the best view and are 
also used dramatically to cre¬ 
ate excitement and tension. 
The player can even switch to 
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Interest in Masters of Teras Kasi was understandably enthu¬ 
siastic. However, the excitement surrounding the game was 
largely because it’s a Star Wars tie-in, not because it excels 
as a 3D beat 'em up. 

On paper the game sounds fantastic. It's standard beat 
'em up fare, with a handful of familiar Star Wars heroes and 
villains kicking the crap out of each other in a series of one- 
on-one bouts. Fighters can summon The Force to pull off 
spectacular moves, or alternatively pull out a weapon and 
fire off a few blasts from afar. 

Luke Skywalker leads the Rebel assault, joined by 
Chewbacca, Han Solo and Princess Leia. The bad guys are 
out in force though, with Darth Vader spearheading the 
attack. Boba Fett also rears his ugly head, along with a 
Tusken Raider and a Gamorrean guard named Thok. 
LucasArts has also introduced a new character called Arden 
Lyn, a master of the martial art teras kasi who is out to 
destroy the Rebel Alliance. 

Each of the characters has been rendered in 3D and the 
animation has been created using motion-capture. 

However, at this early stage Master of Teras Kasi is looking a 
little shaky. The fighters move awkwardly, attacking with 
all the fluidity of a stop-motion animated cartoon. It will 
get considerably better, LucasArts assures us, with flowing 
attacks and combos, plus intuitive special moves. Masters of 
Tera Kasi Isn’t due for release until Christmas so there’s still 
a few months left to add the final touches. PlayStation Plus 
is optimistic that LucasArts will rectify the gripes currently 
dogging the game, otherwise this slapfest will suffer a 
beating from the hands of our reviewers. LucasArts, better 
be warned! 



first-person view when using 
hi-tech equipment like the 
bino-goggles. When in use 
these can zoom in on distant 
objects, giving Snake the 
chance to plot his route into 
the missile base without 
being detected. 

Graphically Metal Gear 
Solid sets a new standard in 
PlayStation gaming. Because 
of the roaming camera it's a 
lot more versatile than, say. 
Resident Evil, but also creates 
a tense atmosphere simply 
with clever camera work. 
Lighting effects are used 
extremely well too, especial¬ 
ly during one of the fight 
sequences with a bad guy 
called Ninja. He's kitted out 
with a Predator-type suit 
making him almost invisible 
to the human eye and uses 
his cover to run in close and 


attack with his sword. The 
effect, as he somersaults 
through the air closely fol¬ 
lowed by a trail of bullets 
fired from Snake Solid's 
sub-machine gun, is 
absolutely stunning. 

The slick presentation 
is complemented by 
involving gameplay 
and a compelling 
plot. The Metal 
Gear Solid environ¬ 
ment is filled with 
artificially Intelligent 
characters who inter¬ 
act with Snake and 
affect the outcome of 
the game. Rescue the 
delicious Meryl for 
example, and Snake 
could have found love 
at first sight. Well, at 
least it's not all 
blood and gore... 


(Top Left) 
During one 

OF THE MANY 
SMART ACTION 
SEQUENCES 
Snake PLANTS 
A LINE OF 
BOMBS^ THEN 
RUNS FOR 
COVERS AS 
THEY EXPLODE 
IN TURN. It 
REALLY IS 
SUPERB. 
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Shiny Entertainment's 3D platformer is progressing very nice¬ 
ly indeed. As leader of the W//cf 9 heroes, Wex must rescue his 
eight fellow compatriots. They're being held captive by the 
evil nasty thing Karn, a living face the size of two football 
fields. It gets even weirder, as Wex is confronted by a massive 
metallic creature called Tank, who hunts his prey using sonar. 
And then there's Filbert, the eight-foot frog that batters its 
opponents with huge maces! The nine levels are varied both 
in terms of presentation and gameplay, plus there are loads of 
wacky monsters to test out Wex's awesome 
power glove which he's affectionately nick¬ 
named The Rig. This is 3D platforming at its 
best. Watch out for it... 


and devastating wit. 
Captain Blasto is the only 
hero who's man enough to 
fight off Bose the Terrible 
and his army of alien 
onionheads. The game is a 
3D platformer set across 
eight bizarre worlds, each 
of which is based on clas¬ 
sic 40s cartoons. The 
result is a visually unique 
experience, as Blasto 
strides across the stylised 
3D environment. The 
game area is huge and 
Blasto Is free to roam 
wherever he wants. 
There's danger around 
every corner though, so 
just make sure you run In 
the opposite direction! 


Rfsmrm: 
BmCTOR'S CUT 

CAPCOM 

Take the already blood- 
spattered Resident Evil, 
immerse in a vat of sev¬ 
ered limbs and intestinal 
trails and shrink-wrap In a 
film of rotting flesh. The 
result? Resident Evil: 
Director's Cut, a gore- 
heavy nightmare that 
returns to the haunted 
house deep within 
Raccoon Forest. Resident 
Evil: Director's Cut con¬ 
tains the original UK 
release, an uncut version 
plus the all-new enhanced 
game. Improvements 
Include new character 
outfits and camera angles, 
plus a new monster and 
weapon. Also included is a 
demo of Resident Evil 2, so 
while additions to the 
original may be minimal, 
it's almost worth it for a 
sneak preview of 1998's 
hottest game. 
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KOHAMI 

After the fantastic International Track & Field, 
the Konami sports range is turning its atten¬ 
tion to the snow-capped spectacular of next 
year's Nagano Winter Olympics. The game is 
currently being developed by the team 
responsible for Track and Field, and the same 
level of skill and excitement is expected of 
this all-new follow-up. Nagano Winter 
Olympics '98 will be a one-player game but is 
most enjoyable in the multiplayer competi¬ 
tion, taking on up to three other ath¬ 
letes. Although the final event roster 
has yet to be confirmed the game 
will definitely feature freestyle 
skiing, bobsled, luge, the 
downhill and the ski jump. 

Motion-captured anima¬ 
tion ensures Negano 
Winter Olympics will 
be visually realistic as 
well as fun to play. 
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Fantastic! One word which describes Capeom's conversion 
of the number one arcade smash. Early PlayStation code 
was up and running, and already it looks very impressive. 
Visually the conversion Is spot on, boasting massive charac¬ 
ter sprites, some cool effects and all the fighters from the 
original coin-op. It's not running as fast as its arcade parent 
at the moment though, but this will change with optimisa¬ 
tion - when the game finally comes out it's likely to be vir¬ 
tually identical to the original game, both graphically and 
in terms of gameplay. 

For the uninitiated, Marvel Super Heroes is a 2D beat 'em 
up in classic Street Fighter II vein, taking the Marvel licence 
used for X-Men: Children of the Atom a step further. Ten of 
Marvel's toughest super heroes are gathered here, includ¬ 
ing Captain America, the Incredible Hulk, Spider-Man, 
Psylocke and X-Men geeza Wolverine. Naturally there's a 
handful of super villains to chin, led by metalhead Doctor 
Doom. His underlings - who Include fat bloke Juggernaut, 
Magneto, Shuma-Gorath and Blackheart - are the first line 
of resistance any would-be hero encounters, defeated In 
turn in the search to discover the Infinity Gauntlet. The 
bearer of this all-powerful glove has infinite power at their 
fingertips, so it's a race against good and evil to see who 
gets the mighty mitten first. 

Marvel Super Heroes is overloaded with attacks and spe¬ 
cial moves, many of which are unique to each character. 
Capcom has introduced infinity gems to the game as well. 
When collected they reward the holder with a special abili¬ 
ty - some slowly restore energy, others increase the 

strength of each attack. The Infinity 
/J" ', ' Gauntlet is only uncovered when all 

\ six gems have been found, so 
" ' only then can evil deity Thanos 

I ^ be defeated. 




























“WONDERFULLY IRREVERENT AND RIDICULOUSLY PLAYABLE” 


TOTAL PLAYSTATION 90% 
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PlayStation 


and "PlayStation 


“The ultimate Playstation challenge fo1r. all soccer 
fans! Build your perfect dream team! Not only 
does All Star Soccer let you dictate the tactics, 
formation and playing style of your squad, But 
actually lets you create custom players with just 
the right mix of skill, speed and intelligence. If 
you thought all football games are the same, 
then you haven’t played All Star Soccer!” 


trademartts of Sony Computer Entertainment Inc. 


ALL STAR SOCCER © & © 1997 EiDOS INTERACTIVE LIMITED. ALL RIGHTS RESERVED. 
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CAPCOM 

Before E3 kicked off the 
word on the grapevine was 
that Capcom was going to 
have a playable version of 
Resident Evil 2 on show. 

There wasn't. Instead a 
rolling demo was displayed, 
the very same demo version 
that's being bundled with 

Resident Evil: 
Director's 
Cut. But 
what the 
heck, already 
it looks cool. 
In the two 
short min¬ 
utes of 
footage that 
was actually 
shown. 
Resident Evil 
2 looks to be 
the super¬ 
sequel 
Capcom 
promised. 

The first 
noticeable 
difference 
between this 
sequel and 
the original 
is the level of 
the gore. 
Capcom has 
upped the 
body count 
in Resident 
Evil 2 so now 
there's a lot 
more blood 
flying than 
before. 
Zombies are 
bagged in a 
shower of 
crimson as 
rookie cop 
Leon Walker 
and Claire 
Redfield 
(Chris' sister, 
presumably) 
fight off the 
undead 
army, blowing them in two 
with the shotgun and cover¬ 
ing the walls in a sticky spray 
of viscera. The zombies 
aren't easy meat either, even 
when they been ripped in 
half. Incredibly they still 
keep coming, dragging their 


BHBSJ IH THE SHEll 

m 

Currently the object of 
much critical acclaim in 
Japan, Ghost in the Shell is 
the bizarre new shoot 'em 
up due from THQ this win¬ 
ter. Based on the Manga 
film of the same name, the 
game centres around the 
movie's personal combat 
pods (called Fuchikomas, 
apparently). Agents climb 
inside these mobile guns, 
chasing down terrorists 
who are equipped with 
similar hardware. 

Although this may sound 
like pretty standard fare. 
Ghost in the Shell is unique 
in that the pods are 
extremely versatile. As 
well as trundling along the 
ground, they can also 
scale pretty much any sur¬ 
face, so battle often takes 
place while climbing up 
the side of buildings and 
so on. Naturally it's 
crammed with tons of 
anime-style visuals, 
including loads of pre- 
pubescent cartoon girlies. 
Sounds just dandy. 


severed torsos along the 
floor to get close enough for 
an ankle bite! 

The nightmare begins in 
Raccoon City police station, 
usually a safe haven but now 
a hell-hole overrun by zombie 
cops looking for a bite of 
fresh meat. Armed initially 
with a pistol, the battle is 
tense. Rotting corpses stag¬ 
ger from all directions, lung¬ 
ing at the hapless heroes. 
Manage to stay alive long 
enough and the armoury 
brings salvation in the form 
of better weapons. The shot¬ 
gun and high-powered pistol 
can stop a bad guy at short 




range, but the sub-machine 
gun is the only thing that will 
bring down some of the big¬ 
ger and meaner zombies later 
in the game. 

Having worked through 
the cop shop it's out into the 
city streets, which are also 
teeming with afterlife. It's 
not just undead policeman 
patrolling this area either, 
with spooky spider-like crea¬ 
tures and lumbering demons 
crawling from the darkness. 



























The sewers provide firSfe 

safety for a few 
moments, but 
seconds later a , 
ball of flame . 
ignites the very 
walls around f * 

the player! 
it's grip- 

ping 1^1 
as 

flaming zombies 
stagger through 
the dank tunnels, 
closing in on the 
two cops as every 
second passes. 

Resident Evil 2 is 
a big game, span- 
ning two CDs and 
boasting a game 
area more than twice 
the size of the original. 
Capcom has added a lot more 
surprises too, with zombie 
ambushes likely to scare the 
shit out of even the bravest 
gamer. Dramatic camera 
angles and a cinematic musi¬ 
cal score are also used to 
Increase atmosphere, so this 
is no game to play with the 
lights off. Or without rubber 
pants... Be afraid. 


Resident Evil 
2 : BicceRj 
BETTER AND, 
AS THESE 
SCREEN SHOTS 
SHOW, EVEN 
MORE GOR¬ 
GEOUS LOOK¬ 
ING. But 
WHAT WE 
REALLY WANT 
TO KNOW IS, 
ARE THEY 
GONNA 
IMPROVE THE 
GODDAMN 
ACTING? 


Crash Bandicoot was a nice little earner for Sony. Some 
hated the damn game, others loved it, but either way it 
earned a packet. A sequel was Inevitable then, and this 
Christmas marks the return of the madcap marsupial to 
PlayStation. Original developers Naughty Dog step into 
the coding seat for the sequel, creating a game that takes 
the best bits of the first Crash Bandicoot and adds a whole 
load of new stuff. 

Once again nutty professor Neo Cortex has flipped, cre¬ 
ating yet more bizarre creatures for Earth-conquering 
duties. The boy Bandicoot is integral to his megalomania- 
cal plans, but guess what..? Crash ain't siding with no nut¬ 
case. Instead he's back to thwack Cortex and his psycho 
sidekick, Nitrus Brio. 

Initially Crash Bandicoot 2 looks exactly the 
same as the first game. Okay, the graphics are 
even better and there's a change of scenery, 
but the structure of each stage looks pretty 
similar. There are levels that scroll 
from left to right, and others that 
move in and out of the screen. There 
are even stages that move In every direc- ■ ^ 
tion, but Crash is still limited to moving 
down corridors - this is no free-roaming V 
3D platformer like Croc. However, loads ^ jjj 

of improvements have been made. The 
game isn't as unforgiving as the original 
and is therefore nowhere near as frus- 
trating. There's a lot more variety too, 
as Crash slips on a rocket pack and 
flies through parts of the game. 

There's also a makeshift jet ski to 
ride, plus loads of new moves and 
combos to try out. It's not as linear as 
the first game either, and uses junction 
rooms to join levels and allow the play¬ 
er to tackle the game in pretty much 
any order they please. Sounds pretty jg ^5 

good to us. 4 


STRUT FIEHnR [X PIUS 

CAPEOM 


Capcom’s PlayStation conversion of this 
slick coin-op is already looking creamy. 

Six of the original Street F/g/7ter//charac¬ 
ters are rendered in 3D, joined by 10 all- 
new fighters including the spooky 
Skullomania and the boyish Doctrine Dark, 
Cameplay remains intact for the conver¬ 
sion, plus a few extra bits have been 
squeezed in the PlayStation game. Sakura 
will feature even though she wasn't in the 
arcade original, along with handy bendy 
geeza Dhalsim. Bonus stages have also 
been included with fighters punching 
through waves of rolling barrels to notch 
up high scores. Boss characters are also 
accessible, making this the most exciting 
Street Fighter instalment for years. 
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ACOIAIM 

Forsaken is the fruit of 
Acclaim's ongoing relation¬ 
ship with Croydon coders 
Probe. Set in the future when 
_ Planet Earth 


FIHAl FAHTASY VII 
sour 

The American version of 
Final Fantasy VII was 
unveiled at E3. 
Unsurprisingly it looks 
every bit as good as the 
Japanese game, only this 
time it's possible to under¬ 
stand what each character 
Is saying! Because most of 
the translation from 
Japanese to English has 
already been done it looks 
like Final Fantasy VII will 
hit its autumn release 
date, squeezed onto three 
CDs containing some of 
the most spectacular FMV 
ever to grace the 
PlayStation. The game is 
already in great demand, 
and if Japanese sales are 
anything to go by. Final 
Fantasy VII will sell out in a 
matter of hours. Maybe 
now might be a good time 
to pre-order... 


is just a life¬ 
less hulk left 
devastated 
by nuclear 
experiments, 
the charred 
remains are 
now home to 
hundreds of 
scavengers 
all looking 
for loot. 

You're one 
of these mer¬ 
cenary thugs 
whose only 
means of sur¬ 
vival is to 
rummage 
through 
abandoned 
settlements 
in the hope 
of finding 
useful 
weapons, 
ordnance 
and any 
other items 

_ ofvalue. 

Sadly for 

you, that's what just about 
every other mutant on the 
planet is doing too, so all hell 
breaks loose and the laser 
bolts start flying. 

Forsaken is a first-person 
perspective action game sim¬ 
ilar to Descent. Well, similar 
insofar the game is set below 


the Earth's surface as hun¬ 
dreds of scavengers fight it 
out in the maze of mine 
shafts. All similarities to 
Interplay's underground 
blaster, however, end there. 
Forsaken is no clone and it's 
sure as hell isn't a substan¬ 
dard rip-off of an old PC 
game. Nope, it represents a 
considerable leap forward 
both in terms of graphical 
achievement and gameplay. 

The game engine is incredi¬ 




ble. Whereas Descent could 
be slow and jerky, this cutie 
is super-smooth and very, 
very fast. Each of the scav¬ 
engers rides around on a pio 
ncycle, an anti-gravity bike 
capable of trouser browning 


speeds. There's barely time 
to brake before power-slid¬ 
ing through the tight tunnels, 
but luckily these bikes are 
agile machines. They handle 
differently too, depending 
which scavenger gang you 


decide to join with. 

No matter which team of 
mercenaries you side with 
there are still loads of 
weapons to play around 
with. Each pioncycle carries 
an array of 25 offensive sys- 
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terns, from heat-seaking mis¬ 
siles that track targets 
through the weaving mine- 
shafts, to laser cannons and 
bombs that are dropped 
behind the bike to persuade 
any pursuing thugs to give up 
the chase. Extra weapons 
and ammunition supply 
power-ups are scattered 
throughout all 15 levels. 

The visual style varies from 
one stage to the next, and 
little puzzles are subtly 
introduced during the later 
stages of the game. 

Forsaken is still an outright 
shoot 'em up, though. The 
aim of each gang is to loot as 
much stuff as possible, and 
the best way to do this is to 
frag the ass off the oppo¬ 
nents first, then go and get 


ipi 

•'#1 


the goodies. With over a 
dozen other cyber vultures 
kitted out with the same 
level of hardware technolo¬ 
gy, it's never quite that easy. 

Still, if it gets too tough 
battling it out against skilled 
drone bikers, switch over to 
the multiplayer game. 
PlayStation Forsaken will 
boast a split-screen mode 
with eight dedicated arenas, 
so this is one game where 
two heads are most definite¬ 
ly better than one. 


Get your 

OCULAR KIT 
AROUND THESE 
SCREENSHOTS. 

Forsaken^s 

GOING TO BE A 

PlayStation 

BIGGIE 
BECAUSE it's 
FAST^ IT PLAYS 
LIKE A DREAM 
AND IT LOOKS 
HOTTER THAN 
A FRESHLY 
BAKED Pop 
Tart. 


BATmHBRBBIH 


mm 

As box office sales go ballistic for the 
movie, the Batman & Robin batwagon gains 
pace with the imminent release of the 
video game. It's a 3D action game in which 
the player controls either Batsy himself or 
one of his two counterparts, namely Robin 
or the shapely Batgirl. Bad guy Mr Freeze 
teams up with Poison Ivy to drag Gotham 
City back to the ice age. Only the the cod- 
pieced trio can stop 'em, solving puzzles 
and going kick crazy in a fight through 
Gotham's vast cityscape. The game is 
crammed with Bat-gadgets galore, includ¬ 
ing some pretty cool chase sequences 
dumping the player in the hot seat of the 
Batmobile. Cool. 






BEX: miB TBE EECKB 

IMS 


Okay, okay, so the original was a bit naff. But trust us, the 
sequel looks really cool. For starters, it's not the substan¬ 
dard 2D platform game of old. Nope, this fella Is a fully 
paid-up member of the 3D arcade adventure posse, to the 
point where even Mario 64 Is getting a bit worried about 
32blt competition! 

Yup, Cex is back and this time he's rendered. The wise¬ 
cracking gecko has undergone a major revamp, dispensing 
with his old image and adopting an much more credible 
guise. The result? Well, Gex is now a pretty cool character. 
Better still, the game looks fantastic! 

What developer Crystal Dynamics has basically done is 
take the original game and transform it into 3D. Therefore 
a lot of the level styles and enemies will be familiar to own¬ 
ers of the original Cex. A lot of the stages are also influ¬ 
enced by Hollywood and are often parodies of popular 
movies. This level of humour is taken a step further with 
the voiceovers, provided by the American HBO comedian 
Dana Gould. 

But for all this next-generation technology and 3D 
malarkey, BMG and Crystal Dynamics is still insisting it's 
the Gex character that will drag the gamers In. True, the 
lizard has more charisma than ever before and looks much 
more life-like thanks to a staggering 3,000 frames of ani¬ 
mation. And he can still perform gravity-defying stunts 

using his suction- 



cupped paws and 
agile tail. 

But no matter how 
good the game is, 
Gex has still to con¬ 
vince PlayStation 
owners that he's 
cool. OK, his past Is 
tarnished, but we 
reckon he's up to it... 
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Raider 2 Lara 

GETS TO CO 
WALKABOUT IN 
THE STREETS 
OF Venice^ 
CREATED IN 
SUCH LOVING 
DETAIL 
they're EVEN 
BETTER THAN 
THE REAL 
THING. 

Perhaps. 
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The beat 'em 
up arena is 
already heavily 
overcrowded, flB. 
but Sony's newie T L 
has something ^ 
pretty special to . 
offer. Cardinal Syn 
may be the first gored- 
up 3D fighter on the 
PlayStation, but it's the 
environments in which 
the battles take 
place that are 
most impressive. \ | 

They're visually \ 

slick and potentially 
lethal, with fighters 
avoiding background 
obstacles as well as 
the attacks of their 
opponents. The char¬ 
acters are huge too, 
standing almost as tall 
as the screen and moving 
with incredible fluidity. 
Cardinal Syn is an impres¬ 
sive game then, as two 
monster warriors battle 
it out with swords, axes 
and maces. Magical 
attacks are available 
too, pulled off using 
familiar button and 
Dpad combos. It's not 
due out until 1998 
though, so until then it's 
back to Soul Blade... 
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im CROFT: HOW TWICF AS OIG AS SFFOOL. 


It's arguably the sequel of the 
year and marks the return of 
the PlayStation's hottest 
babe, Lara Croft. Yup, 
Tomb Raider 2 is the 
next biggie from Eidos 
, Interactive, which is 
hoping the all-new 
j sequel will reach 
/I the same stagger- 
j inglevel of success 
/ as the original. She 
may already have 
/ made a whopping £7.6 
^ million this year but this 
time round Lara has set 
hers sights on a cool £10 
million. She'll probably 
do it too. Not just 
because Tomb Raider 2 
is a piece of coding 
genius, but also 
because she's one hot 
chick with great things in 
front her (arf arf). 

But enough of Lara, 
this is Tomb Raider 2 and 
it's a whole lot better 
than the first game. 

Lara is once again on 
^ the trail of a precious 
\ ancient artifact which 


is believed to be hid¬ 
den deep within the 
f Emperor's Palace at 
I the Great Wall of 
\ China. This archae- 
\ ologist lark isn't as 
\ easy as it looks 
though and 


before long Lara has hit a 
stumbling block. There's no 
way in. This sort of puzzle is 
common in Tomb Raider2, 
and can only be solved by 
thoroughly exploring each of 
the massive levels. This time 
Lara has a lot more freedom 
to search her environment by 
using her gymnastic skills to 
jump to higher platforms and 
cling to tiny ledges. She can 


now climb vertical surfaces 
too, using suitable hand grips 
to latch onto and pull herself 
to the top. 

Swimming plays a much 
bigger role in the sequel, 
especially when Lara flies off 
in search of clues at the 
waterlogged city of Venice. 
The murky depths hold many 
secrets, but are also home to 
giant sharks and other under- 






















water nasties. Luckily Lara 
carries a harpoon gun as part 
of her new arsenal and is also 
kitted out with a sexy wet¬ 
suit and flippers. In fact 
there are a lot more costume 
changes in the follow-up, 
with the buzom brunette 
switching from her signature 
skimpy vest and brown kecks 
to the swimwear and even a 
thick fur-lined coat for snow¬ 
laden areas of the game. 

In addition to the overall 
visual changes featured in 
Tomb Raider 2, Core has also 
added a number of other 
neat details. Most noticeable 
is Lara's long ponytail, which 
now flaps around as she runs. 
Dynamic and real-time light¬ 
ing have also been incorpo¬ 
rated. Flash from her gun 
muzzle will light up dark cor¬ 
ridors, while the sun will rise 
and fall as Lara gradually 
makes her way around any 
exterior locations. 

And there's more... The 
3D engine has been 
refined so clipping is 
improved and the 
camera angles no 
longer move uncontrol¬ 
lably. Stacks of hidden 
rooms ensure replay 
value Is maximised, and 
there's even a rumour 
about the inclusion of 
some sort of vehicle. Hmm, 
sounds awesome. 


caBiBamm2 


Sony is back on the piste, and this time its 
brought its mates. Yup, Cool Boarders 2 Is 
the bigger, better brother of the first 
game, and Includes an avalanche of 
Improvements over the original outing. 
The most obvious difference is the addi¬ 
tion of other boarders. No longer are the 
slopes devoid of life as eight competitors 
race down each run. Plus there's the 
opportunity to take on a human opponent 
in the multi-player game. A selection of 
new courses have been included along 
with fresh characters and individual 
boards. The half-pipe Is pretty smart too 
and allows boarders to pull slick tricks 
while taking In those big air jumps. 





£3 CIVES THE CREAM OF THE INDUSTRY THE CHANCE TO SHOW OFF 
THEIR WARES. NATURALLY, GIANTS LIKE EA DON'T MISS OUT... 


Crystal Dynamics set the pace for the 32blt platformer with 
Pandemonium, now it plans to up the ante with an all-new 
sequel. Pandemonium 2 is set a few years after the first 
game, re-introducing whacked-out jester Fargus and a more, 
urn, developed Nikki into the fray. Naturally their magic skills 
and attacks have been refined since the first game, and both 
Fargus and Nikki have learnt new moves and abilities which 
prove vital for completing some of the trickier levels. A new 
character also debuts in Pandemonium 2, namely a puppet on 
a stick called Sid! 

Technically the game is a big improvement over the origi¬ 
nal, although at first it looks all too similar. Once again the 
levels mainly scroll from left to right, but this is all the more 
exciting thanks to the roving camera which rotates around 
the action giving a great feeling of depth to each level. The 
puzzle element of the game has also been beefed up, so each 
world is now a lot more involving. Rather than just running 
from one end of the level to the other, switches must be 
pushed and levers pulled In the right order to open up gates 
leading to the next section of the game. 

Graphically Pandemonium 2 has been painted with the 
same psychedelic brush that visualised the first game and 
light-sourcing has been used to create a truly bizarre world. 
This acid-trip flavour is complemented by a jungle sound¬ 
track, a pounding beast that matches the in-yer-face action 
of the game. 

















too, so there's no limit to 
the size of the gun 
strapped to the side of 
the tank. 


1 

iideafutur- H 
< and blow H 

t-hp pnpmv 


Smi RHEH 

SBHY 

Top tank action from 
Sony. Climb inside a futur¬ 
istic battle tank and blow 
the crap outta the enemy 
with big missiles. 
Gameplay is action-based 
rather than straight simu¬ 
lation, fighting either a 
computer-controlled 
opponent or facing off 
against another human 
player. Nine theatres of 
war (plus six specific to 
the split-screen game) 
offer a varied battle¬ 
ground, from the densely 
populated city streets to 
the desolate sandy plains. 
Graphically Steel Reign, 
erm, reigns supreme, with 
loadsa meaty tanks 'n' 
stuff trundling across 
detailed landscapes. Each 
vehicle can be customised 




MBK 
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MDK is still a long way from completion. The 
version on display was just 40% complete so 
looked a bit ropey. However, the basic game 
structure was up and running, and already 
PlayStation MDK had all the essential 
elements of the PC classic. It 
k moves well, but tends to stutter 
*^when the screen becomes crowd- 
'^ed with enemies. This problem should 
ae ironed out when the code is 
optimised, though. Other aspects 
like sniping and free-fall sections 
have yet to be tidied up too, but 
both should be as slick as the PC 
original when the game is 
released around Christmas. 


cm mm sms 

SOHY 

This is Sony's own Indy Car 
game, developed in the 
big ol' US of A. Imagine 
Formula 1 racing with sim¬ 
pler circuits and drivers 
with ridiculous names like 
Randy Buttnugget and you 
get the basic gist of what 
this baby is all about. The 
cars apparently handle 
like the real thing thanks 
to advanced vehicle 
physics, allowing for spec¬ 
tacular crashes when rook¬ 
ie drivers blouse it on the 
first corner. 

Over 10 Indy Car cir¬ 
cuits have been faithfully 
recreated and crammed in 
the game. Naturally there 
are stacks of views to 
choose from, plus ail the 
constructors and drivers 
from the recent Indy Car 
season. Murray Walker 
has opted out of the com¬ 
mentary though, replaced 
by the strangely named 
Chip Stickenackleberger. 
Whoever he is. 



Pmil 3D: BEYOHB m JUflElE 

temiswH 

Pitfall Harry's PlayStation outing is an impres¬ 
sive beast. It's a 3D platformer bearing many 
similarities to its Atari VCS roots, as 
Activision's Indiana Jones-alike swings from 
vines and jumps across chasms. It's edge-of 
the-seat stuff, as giant-sized scorpions scut¬ 
tle through the darkness and balls of flame 
threaten Harry's life every step of the way. 
Action is intensified through the use of roving 
camera angles. The levels are numerous and 
varied, from lava-swamped volcano peaks to 
treacherous underground caverns, plus bonus 
stages to increase score and energy. To suc¬ 
ceed in his quest Harry must fight to save the 
gorgeous rebel leader, using just his rock pick 
for protection. It ain't easy, but then a hero's 
life never is... 



SBHY m ^ 

Spawn: The Eternal is a scrolling bea^^^ up wsed on the 
cult comic book character created by^idervMan artist Todd 
McFarlane. The story begins with the conception of Spawn, 
when national hero Al Simmons is murdered and tricked into 
selling his soul to some geeza called Maleboligia. One 
bloody transaction later and the black catsuited hero is out 


to rid the world of evil. How? By kicking the crap out of any¬ 
thing that comes too close! Elements of adventure and plat¬ 
form action mix with the general thump 'em up theme, while 
a horde of special moves must be mastered before Spawn 


gets his vengeance. 




One-time video game gurus the Bitmap Brothers step warily 
onto the PlayStation with this PC conversion. Z is a real-time 
strategy epic that's viewed from above. Players control small 
armies of battle-scarred robots and must use individual units 
to gather resources while at the same time attack the enemy 
encampment with another group of troops. It's fast-paced 
and hugely enjoyable, not to mention challenging and 
rewarding. New troops and weapons are introduced as the 
game progresses, so by the time you've battled through to 
the umpteenth level your army has more than doubled in 
size! A two-player link-up option is included to support the 
standard one-player game, plus Z is mouse-compatible mak¬ 
ing it even easier to play. Smart. 





























PlayStation 












HERCULES 

SONY 

Sony's 

ARCADE/ADVEN 
TURE ADAPTA¬ 
TION OF THE 
NEW Disney 
FILM. 

Previewed 

THIS ISSUE. 

NHL 

POWERPLAY 
’98 
VIRGIN 
The sequel to 
Virgin's 

RECENTLY 
RELEASED ICE 
HOCKEY CAME. 
Now WITH 
NHL BRAND¬ 
ING. 



ROAD RASH 


CYBIR BRUCl'S APBCAIYPTIC SBBWBBWH WITH THE EBUB HBBSEMEH 


3D 

EA 

OneofEA's 

OLDIE BUT 
GOLDIE TITLES 
IS TAKEN INTO 
THE THIRD 
DIMENSION. 


CHIU 

ms 

The PlayStation extreme 
sports bandwagon picks 
up speed with Chill, Eidos' 
super-fast snowboarding 
beast. Using a wafer thin 
strip of fibreglass as a 
board, competitors are 
invited to throw them¬ 
selves down one of five 
terrifyingly steep moun¬ 
tains. The first to reach 
the bottom (preferably 
intact) is the winner. 
Scrolling is lightning fast 
and hard-as-nails courses 
make for tricky gameplay, 
but the intuitive control 
system balances the diffi¬ 
culty level nicely. Each 
slope is blessed with 
snow drifts and half¬ 
pipes, perfect for grab¬ 
bing some big air. Stunts 
can earn valuable points, 
but fast runs are just as 
useful. A choice of boards 
is available as well, some 
suited to speed and oth¬ 
ers for pulling off tricks. A 
two-player game is 
included, in both split¬ 
screen and link-up modes, 
so loneliness on the piste 
Is unlikely. 


Acmism 

Activision may have suffered 
from relative anonymity so 
far on the PlayStation, but 
the release of Apocalypse 
looks set to change all this. It 
is the first game to employ 
the talents 
of an A-list 


Hollywood 
star, taking 
one of Tinsel 
Town's 
biggest 
names and 
giving him 
him the star¬ 
ring role in 
what might 
be the most 
ambitious 
PlayStation 
game yet. 

The star in 
question is 
Bruce Willis, 
top action 
geeza who 
got the role 
shortly after 
filming the 
sci-fi epic 
The Fifth 
Element. 
Willis appar¬ 
ently jumped 
at the chance 
saying it was 
an excellent 
opportunity 
to expand his 
career. The 
hefty wad of 
cash proba¬ 
bly didn't 
hurt either. 


But here it is, Bruce Willis 
coming to a PlayStation 
screen near you. 

The game is yet another 
futuristic shoot 'em up with 
the future of the earth under 
threat. A false prophet 
known only as The Reverend 
is using nanotechnology to 
summon the The Four 
Horseman of the Apocalypse. 
With Death, Plague, War and 
The Beast (odd, I thought 
Famine was the other one) 
spreading evil across the 
globe, the end is only a mat¬ 
ter of time. 

Bruce must stop them. Or 
at least, with your help. See, 
even the Die Hard tough guy 
can't handle this on his own. 
After all, he's only an artifi¬ 
cially intelligent battle 
buddy. Nope, the player 
must tackle the four bad guys 
themselves, using Willis to 
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help rather than relying on 
him to kill the enemy. 

The game itself is a 3D 
blaster which views the 
action from behind the play¬ 
er. Starting off in the crime- 
filled city streets, the first 
objective is to wipe out 
waves of attacking scum, 
then find each of the 
Horsemen in turn. Luckily, 
there are stacks of weapons 
available to the player, start¬ 
ing with the weedy laser 
rifle. The hefty plasma gun is 
better, but is still no match 
for the all-powerful rocket 
launcher. Other guns are 
available including the 
flamethrower which 
is devastating but 
only at close 
range, and 
grenades 
which are 
perfect for 
taking out 
more than 
one enemy at a 
time. 

While the 
player is busy 
fragging alien 
ass, Bruce 
runs 
around 
doing his 


thang as only Bruce can. He's 
there to help crap gamers out 
of sticky situations, stepping 
into the fray just as the 
enemy begins to get a bit 
overpowering. But, if the 
player has managed to ease 
through enemy lines without 
so much as a scratch, Willis 
will just sit back and watch. 
Since Activision still wants 
the game to revolve around 
the player the dirty-versted 
one will merely have a sup¬ 
porting role. 

Apocalypse is still a long 
way from completion, and 
although the character 
bears a resemblance 
to the balding 
superstar the 
artificial intel¬ 
ligence has 
yet to be 
implement¬ 
ed - all he 
does at the 
moment is 
run around 
aimlessly, shoot¬ 
ing things. 

Hmm, perhaps 
the Willis per¬ 
sonality has 
already been 
added 
after all... 





CROC 

FOX 

INTERACTIVE 
One of the 

BEST LOOKING 
PLATFORMERS 
FOR THE 

PlayStation. 
Previewed on 
PACE so. 

NIGHTMARE 

CREATURES 

SONY 

Kalisto's 

STUNNING- 
LOOKING 3D 
BEAT 'EM UP. 
Now SET FOR 

A December 

RELEASE. 

RAPID RACER 
SONY 

3D BOAT RAC¬ 
ING CAMEj 
DEVELOPED BY 
THE Porsche 
TEAM. 

Previewed on 

PACE 58. 

MAXIMUM 
FORCE 
MIDWAY 
Another digi¬ 
tised SHOOT 
'EM UP FROM 
THE PEOPLE 
BEHIND Area 
51 - 


WWF'98 
ACCLAIM 
Another out¬ 
ing FOR 
Acclaim's 

LONG-TERM 

WRESTLING 

ASSOCIATES. 



The Acclaim stand - overflowing with games but sadly lack- 

INC CUTE TOTTY. BeARDY BLOKES WERE OUT IN FORCE THOUGH. 


Fighting Force may have looked good, but the three chicks 
promoting the game looked even better. Wearing skimpy 
PVC outfits, the two blondes and a brunette cavorted 
around the Eidos stand, enticing men over to watch the 
game. And it worked. I staggered across, followed by a 
dozen or so drooling blokes, but found myself gawping at 
the girls' leather g-strings instead of the game. Oooh... 

But the game. Fighting Force is a smart-looking 3D beat 
'em up in which up to two players can move through the 
detailed environments picking up weapons and kicking the 
crap out of any sap wandering within arm's reach. 

Obviously the game is bit more complex in practice. For 
starters there are multiple routes through the game, fight¬ 
ing through different locations and encountering alternative 
bosses. The scenery changes drastically between locations 
too, the streets cluttered with parked cars and fire hydrants, 
while the subway station is crowded with Coke machines 
and even tramps sleeping rough on benches! The player can 
interact with background objects, kicking them for bonuses 
and generally wrecking the joint. 

Each of the four characters has a different fighting style. 
Hawk, a musclebound hardnut with oversized biceps, uses 
sheer brute force to pummel his opponents, while the 
sprightly Mace is light on her feet and Is an expert in martial 
arts. Of course weapons are always better than fists, and 
Fighting Force is crammed with baseball bats, batons and 
shotguns. Heck, there's even a rocket launcher in there if the 
going gets really tough! 
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LUCKY LUKE 
OCEAN 

A COMEDY 
COWBOY 
ARCADE/ADVE 
NTURE USING 
CARTOON- 
STYLE GRAPH¬ 
ICS. PRE¬ 
VIEWED THIS 
ISSUE. 

SUIKODENII 
KONAMI 
Follow-up to 

THE BRILLIANT 

Konami RPC. 
An even 

LARGER TASK IS 
PROMISED. 


BB0HIHSWBRB2 

som 

Yank private eye George 
Stobbart has uncovered 
another mystery. The wise¬ 
cracking blond bloke is 
again on vacation when 
whoops, he uncovers a 
mysterious Mayan prophe¬ 
cy involving global death 
at the hands of the Lord of 
Darkness. Cue much puzzle 
solving and adventure type 
things, as Georgie boy 
unravels the game's twisty 
turny plot. Broken Sword 
2; The Smoking Mirror will 
continue the series tradi¬ 
tion by featuring breath¬ 
taking graphics, but it's the 
actually gameplay that 
makes this sequel rather 
more interesting. The sto¬ 
ryline is non-linear, so 
there's more than one way 
for George to solve this 
monster mystery. Extra 
marks for added replay 
value here then. 




imROMiems 

The Lost World: Jurassic Park is 
perfect videogame fodder. As 
the movie is crammed with 

_ massive 

dinosaurs, 
some chunky 
weapons and 
a healthy 
spattering of 
blood and 
gore it's a 
near-perfect 
recipe for 
success. So, 
assuming all 
these ele¬ 
ments make 
it into the 
PlayStation 
game, this 
creature is 
sure-fire win¬ 
ner, right? 

Developer 
Dreamworks 
Interactive 
certainly 
hopes so, 
and so for 
does EA 
which is 
publishing 
the game. If 
American 


sales are anything to go by. 
The Lost World film is gonna 
bring in cash by the truckload, 
and that can only be good for 
the conversion. 

Anyway, the game is sched¬ 
uled to hit just after the 
movie. It's a lot like the film in 
many ways too, in that it's 
basically a load of really smart 
visual effects strung together 
by the flimsy plot. There are 
chase scenes, bits that makes 
you jump and a final show¬ 
down, but most of all there 
are dinosaurs. Hundreds off 
'em, in fact. 

The story goes like this. 
Something has survived, 
namely a shitload of dinosaurs 
which have been quite happily 
chomping on each other over 
at site B, the previously 

unknown breeding 
ground for the 
dinos. Now it's 
been discovered by a 
team of scientists sent to 
perform tests on the 
island's Indigenous 
wildlife. But rather than 
following a few small 
lizards and running tests 
on animals, the docs 
instead stumbled across 
a couple of T Rexs. A lot 
of blood, loose bowel 
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OCRE 
BATTLE 
ATLUS 
Already A 

HUGE HIT ON 
THE Super 
NES, THE 
POPULAR RPC 
SERIES IS 

Sony-bound. 

MACE: THE 
DARKACE 
MIDWAY 

A 3D BEAT ’EM 
UP FEATURING 
MEDIEVAL 
CHARACTERS 
AND DODGE 
AND COMBO 
MOVES. 


Pac-Man IN Chost Zone featured prominently on the Namco 
STAND, ALONG WITH Time Crisis and Air Combat 2 . 


THE FIFTH imHT 

misTO 

Before you even ask, I loved the film. Bollocks to 
those who thought the plot was rubbish and ^ 

'lacked any sense of reality'. The Fifth Element is a 
ball-bursting sci-fi action movie that rocks. Top IF 
hardman Bruce Willis takes the limelight, with jfij 
foxy chick Milla Jovovich and loads of half-naked ji« 
birds dancing around in the background. | [ 

Unfortunately the game has none of the above. \'j 
There's no Willis, no scantily clad girlies and no i 
horny Milla. It does, however, feature their 
'likenesses'. Oh well. Anyway, The Fifth 
Element game follows Korben Dallas 
(Willis) and Leeloo (Jovovich) as they 
attempt to save the earth 

from the Ultimate Evil. ^ A 

Some 250years in ^ 

the future, ^ ■'T'Sr 

aliens land 

on earth. j 

But rather j 

than eliminate 

humankind and tear the planet to Im ^ 

pieces, they offer us ultimate protection 'W 
in the form of the five elements. p 

Unfortunately just when we need it 
most of the pieces are missing... g 

The game kicks in with either Leeloo i| 
or Dallas searching for the missing four \ 
element stones (anyone who's seen the . „ 
movie will know where the Fifth Element j \ 
comes in), using brute force to battle [ 
through the alien Mangalores. 

Developed by Kalisto, the game essen- \ 
tially uses a spruced-up version of the \ 
Nightmare Creatures engine. It's therefore a ! 

3D fighting game, set over 15 levels of 
Intense close-combat action. Each stage is 
influenced from scenes featured In the 
movie, so locations such as the Astroport 
and Fhloston Paradise appear regularly in 
the game. It;s only at the end though, that 
the Fifth Element is revealed and the 
source of all Evil Is thwarted... Cool. 


movement and severed limbs 
later and all hell breaks loose, 
as gun-toting big game 
hunters are sent to wipe out 
the Jurassic threat. 

The game itself focuses 
both on the dinosaurs as well 
as the hunters. It's basically a 
3D platformer, a sort of 
Pandemonium with big lizards, 
with the player initially cast as 
a tiny Compsognathus. As this 
chicken-like beast the aim is 
to dart through the under¬ 
growth evading the threat of 
larger predators. The Raptor, 
being much larger and 
stronger, isn't threatened that 
much by other dinosaurs, 
although the Tyrannosaurus 
Rex can still cause problems 
while the hunters fire off a 
hail of bullets. Lastly it's the 
turn of the T-Rex, which must 
dodge or devour the armed 
soldiers hunting it down. 

The player can also opt to 
be a hunter, using the biggest 
gun possible to bag dinosaurs 
and outwit the thick-skinned 
reptiles. There are also puz¬ 
zles to work out, but solving 
problems normally gets rele¬ 
gated to the back-burner 
when there's a hundred gigan¬ 
tic dinosaurs set on ripping 
you limb from limb. 

Dreamworks Interactive has 
obviously spent a lot of time 


making sure the in-game 
dinosaurs look as close to 
their movie counterparts as 
possible. It works too, 
because the Jurassic reptiles 
really do look fantastic. 
However, at the moment the 
gameplay isn't quite up to 
scratch. With a little bit of 
work though, this could be a 
real - wait for it - monster. 


BHm THEFT AUTB 


HARDWOOD 
HEROES 
MIDWAY 
Fully REN¬ 
DERED BAS¬ 
KETBALL 
GAMES, AND 
YET ANOTHER 
OFFICAL NBA 
LICENCE. 


Bollocks to being politically correct. Grand 
Theft Auto Is one mind-blowing game. It's 
basically a joyriding sim. Choosing 
between one of three fully working cities, 
the player can nick any vehicle they 
choose, either by breaking into a parked 
car or hailing one down in the street and 
dragging the driver out of the window! 

The point of all this criminal activity is to 
keep big buddies with the gang bosses 
that run the gaff, using the stolen vehicles 
to run errands and so on. Police resistance 
gets gradually more intense as your crimi¬ 
nal record becomes more tarnished, 
although the heat can be turned down by 
taking a nicked motor to an illegal 
mechanics and getting it resprayed. 
Although Grand Theft Auto isn't visually 
that spectacular, this baby is over-flowing 
with creamy gameplay... 
































SAN 

FRANCtSCO 

RUSH 

MIDWAY 

3D RACER SET 
IN THE MEAN 
STREETS OF 

'Frisco. 
Looking very 


FIFA: Road 
TO World 
Cup '98 CER‘ 

TAINLY LOOKS 
BETTER THAN 
THE LAST 
CAME^ let's 
JUST HOPE 
THE GAME- 
PLAY HANGS 
TOGETHER. 


PACMAff 
GHOST 
ZONE 
NAMCO 
Return of 
thePacIAn 

ALL-NEW 

FOR 
PENSIONABLE 
PILL-GOBBLER. 


CRIME 

KILLER 

INTERPLAY 

3D RACING 
GAME SET IN A 
CRIME-RIDDEN 
FUTURE. 

Previewed 

ON PAGE 68. 


PARAPPA 
THE RAPPER 
SONY 
The MOST 
ORIGINAL 
GAME TO 
GRACE ANY 
CONSOLE IN 
YEARS. Now 
SET FOR A PAL 
RELEASE. 


ROLLING 
STONE 
PRESENTS: 
THE TOUR 
BMG 
Bizarre col¬ 
laboration 

BETWEEN 
BMG AND THE 
US ROCK MAC. 
Hmmm. 


ROSCO 

MCQUEEN 

SONY 

Sony’s 

ARCADE/ADVE 
NTURE TAKE 
ON THE 

Towering 
Inferno. 
Previewed 
LAST MONTH. 


mm 

[was 


Lunatik is the first project 
from Pure Entertainment, 
and will be released through 
Eidos Interactive. It's an old 
skool shoot 'em up, but 
employs smart 3D graphic 
routines to give what is 
essentially a very basic game 
a really attractive visual 
hook. Stacks of cool lighting, 
scaling and rotation effects 
have been stuffed in the 
game, along with some mon¬ 
ster power-ups that'll turn 
weedy lasers into awesome 
genocide blasts. There are 
eight levels which vary both 
in visual style and the ene¬ 
mies within, as well as the 
physical terrain far below 
the player's ship. The 
ground is actually 3D, 
although the fighter 
hugs the ground leav¬ 
ing the player to con- 
'centrate on widescale 
''alien elimination. 


HfR: ROAD TO worn CUP 38 


[maOHICABTS 

After the atrocity that was 
FIFA '97, Electronic Arts 
hopes its next football game 
will leave a slightly better 
taste in gamers' mouths. 
FIFA: Road to the World Cup 
'98 boasts a refined 3D 
engine and once again 
motion-capture from David 
Ginola. Gameplay has been 
improved, though. It's a lot 
easier to build up flowing 
plays, with great one-twos 
and some neat long balls. 
Reaction time has been res¬ 


cued as well. 

One of the criti- 
cisms aimed at FIFA '97 
was that it took too 
long for the motion- 
captured animation to V 
kick the ball. This is no ^ 

longer the case, so top 
marks to Electronic Arts ^ 
for this one. Competition ^ 
is fierce though. Actt/a ' 
Soccer 2 is also looking very 
nice, so check out the future 
reviews when both games 
are released at the end of 
the year. 


UGIOH 
soar 

•ne of the many surprises on Sony's 
stand was a never-before-seen 3D 
^ adventure game titled Legion. As 
I cybernetic soldier Gabriel the object 
Jof the game is to avenge mankind, 
^which is slowly being destroyed by 
^asty bloke Magda. The 3D environment 
^s haunted by loads of enemy beasts, but 
\ Gabriel has more than enough hardware to 
* deal with them. The bosses present much 
' more of a problem, sapping Gabby's ammo and 
energy supplies and guarding the exit to each of 
the 15 levels. Legion is a one-player game that 
won't see the light of day until the beginning of 
year. Bah. 


(Left) Legion 

ISA COOL 
ADVENTURE 
CAME THAT 
LOOKS AS 
ACTION 
PACKED AS IT 
IS INVOLVING. 
As HERO 
Gabriel the 

AIM OF THE 
CAME IS TO 
HUNT DOWN 
EVIL CEEZA 

Madca using 

THE TASTY 
SELECTION OF 
WEAPONS. 
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THQ's 3D beat ’em up moves very nicely indeed. Motion-cap¬ 
tured animation is used liberally, giving a tremendous sense 
of solidity - the fighters actually look like they're hurting 
when punched to the ground. The game stars 16 contestants, 
each with individual fighting styles and special attacks. 
Blocking moves are innovative with nifty counter-attacks, 
plus there's the usual array of punches and kicks to throw at 
an opponent. Gameplay is fast and intense, and is comple¬ 
mented by the pounding alternative rock soundtrack. 
Whether it has enough variety to supersede Tekken 2 or Soul 
Blade remains to be seen, but it's already looking nice. Watch 
out for it in November. 


CLOCK 

TOWER 

HUMAN 

Grisly 

ARCADE/ADVE 
NTURE, 
ALREADY A 
HUGE HIT IN 

Japan. No 
Resident 
Evil, though. 

NINJA 

EIDOS 

SD BEAT 'EM 
UP DEVELOPED 
BY Core 
Design. Only 
PC SHOTS ON 
SHOW AS OF 
YET. 


WRECKIN' 
CREW 
TELSTAR 
Delayed yet 

AGAINj BUT 

Telstar's 

BIZARRE RACER 
STILL LOOKS 
PROMISING. 

MEDIEVIL 
SONY 
Stunning- 
looking PLAT- 
FORM-CUM- 
ARCADE/ADVE 
NTURE. 

Previewed 

LAST ISSUE. 



ClAY FIEHUR [XTRtMl 

miRPur 

Despite development problems Clay Fighter 
Extreme is still coming to PlayStation. The 
game, which is a sequel to the original 
16bit Clay Fighter, once again features 
ghters modelled from plasticine, but 
time they're modelled in 3D. Clay 
Extreme looks unique then, but 
just because of the oddball fighters. 
The backgrounds are pretty amazing 
as they offer more than a flat com¬ 
bat arena. Fighters can move up and 
down as well as left and right, and can 
even interact with the scenery. If a char¬ 
acter is thrown into a building, the fight 
continues inside! Clay Fighter Extreme 
breaks the... urn, mould, then, and 
Interplay is hoping it will be the game 
all other beat 'em ups are, er, mod¬ 
elled on. We'll see. 



Midway had the PlayStation version of Mortal Kombat 
Mythologies to show off, which is so far looking okay. 


AllFRSySPRmTRR 

mmmcjm 

Fox Interactive’s 32bit conversion of the archaic Jaguar game 
has been a long time coming, but early PlayStation code was 
on show at E3. Although the scrolling was a little dodgy and 
a lot of the detailed texture maps have yet to be added, it 
still offered a flavour of what the final game will be like. It is, 
quite simply, a bigger, better brother of the Atari Jaguar 
game of many years ago. So while the concept remains the 
same, the execution is somewhat different. The levels are no 
longer flat and featureless, and the gameplay isn't dragged 
out and devoid of action. 

Instead PlayStation gamers get to choose between the 
Colonial Marine, the Alien and the Predator, tackling the 
game from each of their perspectives. As the Alien the aim is 
to simply survive, using razor-sharp claws and and teeth to 
fight off the opposition. The Predator is better equipped, 
using a wide selection of weapons and the unique infra-red 
view to track down the enemy. The human marine relies on 
his weapons, using the smart gun, rocket launcher or one of 
the other guns to frag the ass off the alien baddies. 

Compared to the the original Jaguar game, the PlayStation 
version looks a whole lot better. The 3D environment is a lot 
more detailed, and gamers can now look up and down as 
well as left and right. This not only gives the player a lot 
more freedom, but also makes Aliens Vs Predator much more 
versatile than Doom. In this game enemies attack from above 
and below, while streams of aliens scuttle along the ceilings 
and attack from above. It's an intense experience, and one 
that's not for the faint hearted... 
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FORMULA 
ONE 97 
PSYCHOSIS 
Last MONTH'S 
COVER STAR^ 
AND ON SHOW 
FOR THE FIRST 
TIME, 

Looking very 

NICE INDEED, 

C^POLICE 

PSYCHOSIS 

3D SHOOT 'EM 
UP SET IN A 

Blade 

Runner-style 

FUTURE, 

Previewed on 

PACE 54, 

OVERBOARD! 

PSYCHOSIS 

Bizarre 

SHOOT 'EM UP 
SETACROSS A 
SERIES OF 
WATERYAND 
HAZARD¬ 
LADEN MAZES, 

FELONY 11- 
97 
SONY 
Crash-happy 

RACER ALSO 
KNOWN AS 

Runabout^ 

AND PRE¬ 
VIEWED ON 
PACE 64, 

ACTUA 
SOCCER 2 
CREMLIN 

An ALL-NEW 
ENCINEj WITH 
MORE CON¬ 
TROL OVER 
PLAYERS AND 
MOVES 
PROMISED, 

ALIEN 4 

FOX 

INTERACTIVE 
Nothing to 

SEE AS OF YETJ 
BUT THE FILM 
IS GOING TO BE 
ABSOLUTELY 
MASSIVE,,, 

THEX-FILES 

FOX 

INTERACTIVE 

Now OFFICIAL¬ 
LY SCHEDULED 
FORA 1998 
RELEASE^ PRE¬ 
SUMABLY TO 
TIE IN WITH 
THE FILM, 





aicTROHicms 

Electronic Arts returns to the 
basketball courts with it's '98 
update of the warmly 
received NBA Live. This all- 
new game is quite obviously 
better, boasting a refined 
game engine, pretty cool 
graphics and all the latest 
team stats. The options 
screens are nice too. 


[mmiCARTs 

This topical blast is looking 
the dog's. Again, it's pretty 
early in development but so 
far it looks much better than 
the previous Soviet Strike. 
The scrolling is super¬ 
smooth, there are 12 vehicles 
to play around with and the 
ball-breaking action is 
accompanied by some mind- 
blowing effects. More news 
very soon. 


HASBRO 

It's a weird idea but it defi¬ 
nitely works. Take the old 
arcade classic, which 
involved guiding the titular 
reptile across a busy road 
over to the other side. A bit 
like the 'chicken' jokes, stick 
it in a 3D environment and 
you have a really playable 
game. There are loads of lev¬ 
els to tackle and there's 
going to be a four-player 
split-screen mode, but best 
of all the gameplay is simple 
yet addictive. Cool, and a 
nice take on the retro theme. 


m UK as 


mma strike 


ERBBEER 3B 


REUST WARS 


Take some mean looking 
monsters, chuck them in a 
fighting arena and startd well 
back. The result is Beast 
Wars, a scrolling shoot 'em up 
thang based on the latest 
Transformers toy. Play as 
either the Maximals or the 
Predacons in a bid to rule the 
earth (what else?). 



STAR WARS MBKBPRIY 


If you haven't managed to 
track down a copy of the 
board game then settle for 
the next best thing. Stars 
Wars Monopoly \s basically 
the same as the classic real 
estate game except it's set in 
the Star Wars universe. And 
you get to be Boba Fett, Han 
Solo or even a Stormtrooper. 
We like it. We like it a lot. 



EBIT STATES 


iiicmMicms 

This outrageous combat rac¬ 
ing game from Electronic Arts 
is accompanied by a Mad 
Max-style storyline. A cham¬ 
pion motor racing driver wit¬ 
nesses the brutal murder of 
his wife and daughter (see, 
identical to Mad Max), then 
takes to the road to seek 
revenge. Cue loads of crashes, 
smashes and white-line rac¬ 
ing. The crashes look spec¬ 
tacular, and while the 3D 
techniques may not be quite 
up to Rage Racer standard, 
they're still fairly funky. 



TIMEEBISIS 


HAMEO 

One of the stars of the show, 
with the supplied gun prov¬ 
ing immensely popular. The 
three new levels were on 
show for the first time, and it 
was generally accepted that 
Time Crisis Is another string 
to Namco's bow. Turn to our 
extensive coverage which 
begins on page 36. 



MBRTAl KBMBAT 
MKHRIBEIES 


Miamr 

Also signed by GT for a UK 
release. Mortal Kombat 
Mythologies is a scrolling 
beat 'em up, developed by 
MK co-creator John Tobias. 
Sub-Zero is the central char¬ 
acter and wanders across 2D 
and 3D stages inhabited by 
over 30 creatures ready to 
test his frosty fighting skills. 



EBHSTBUETBB 


ACCIAIM 

Developed by System 3, 
Constructor is an unruly alter¬ 
native to Sim City 2000. Cast 
as a town planner, it invites 
players to create the city of 
their dreams and fill it with 
wealthy inhabitants. 
However, as the CPU does 
the same, the player can 
resort to dirty tricks such as 
lobbing in valuers to frighten 
off potential citizens and 
send property prices plum¬ 
meting. Gazumping is also in 
there somewhere. It's a first, 
humour works In a game. 



SUPER STREET 
EIEHTER EBllEETIBH 


CAPEBH 

Super Street Fighter and the 
two coin-op spin-offs are set 
to make their PlayStation 
debut. Fans of the series will 
love it, and it will be the first 
chance PlayStation owners 
have had to get to grips with 
Cammy and Dee-Jay. 



JUBEEBBEBB 


ERIMUH 

Gremlin has snapped up the 
licence to the most famous 
lawman in the world. Judge 
Dredd is a Virtua Cop/Time 
Crisis clone, with the player 
blowing away perps on the 
streets of Mega City One. All 
the expected Dredd 
favourites are present. 
Including Dredd's awesome 
Lawgiver gun and its six 
ammo possibilities. 



X-MEH: EHIIBREH BE 
TBEATBM 


AOCIAIM 

The surprise appearance of 
the show. Following both 
Capcom and Acclaim 
announcing the proposed 
PlayStation version of X-men: 
COTA had been scrapped, a 
virtually complete version 
was on show. Apparently, the 
code has been farmed out 
externally, and Acclaim is 
hoping for a autumn release 
- although, obviously, 
they're still not putting 
money on it. 
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Intense high-speed shooting action with a techno soundtrack. 


Distributed by 


PlayStation 


ELECTRONIC ARTS 












E3 REPORT 



MACtC: THE 
GATHERING 2 
ACCLAIM 
Second 
PlayStation 

CAME BASED 
ON THE POPU¬ 
LAR PLAYING 
CARD CAME. 

MIDNIGHT 

RUN 

KONAMI 

Conversion 

ofKonami's 

CAR RACING 
COIN-OP. 
Only AN 
EARLY DEMO 
ON SHOW. 

JIMMY 

JOHNSON’S 

VR 

FOOTBALL 

’98 

INTERPLAY 
More VR 

SPORTS^ AS 

Interplay 

APPLY 
MOTION-CAP¬ 
TURE TO 

American 

Football. 

TREASURES 
OF THE DEEP 
NAMCO 
Loads of 

WEAPONS AND 
CARNAGE POS¬ 
SIBILITIES 
AWAIT IN THIS 
UNDERSEA 
ADVENTURE. 

POINT 

BLANK 

NAMCO 

Compatible 

WITH THE NEW 

Namco cun^ 

AND AN ALTER¬ 
NATIVE TO 

Time Crisis. 

KLONOA 

NAMCO 

A MAGICAL 
QUEST SET 
WITHIN A 
GAUDY 3D 
WORLD. Not 
ACTUALLY ON 
SHOW. 

SUPERMAN 
TITUS 
Based on the 

CARTOONS^ 
THE Man of 
Steel flies 

THROUGH THE 
SKIES OF A 3D 

Metropolis. 





mpm woRia tour 


MiaWAY 

A sequel to Midway's ten- 
year-old Rampage coin-op, 
with the stars - a huge were¬ 
wolf, Godzilla clone and 
wannabe King Kong - touring 
the world and demolishing 
key landmarks on their trav¬ 
els. The local authorities 
send tanks and soldiers to 
stop them, but the ant-like 
humans also act as monster 
food to replenish energy lost 
in their attacks! 


IHTlMAr 

Viz's 3D interpretation of the 
Shiny Entertainment 16bit 
classic was looking quite 
interesting. The new per¬ 
spective as Jim runs in and 
out of the screen while avoid¬ 
ing meanies takes a little get¬ 
ting used to at first, but all 
the humour and zaniness 
expected of an Earthworm Jim 
game was present, as were 
the power-ups seen in the 
first two games. 


Acmm 

Previewed last issue. 

Fantastic Four was the first 
public unveiling of Probe's 
four-player beat 'em up. 
Probe has listened to com¬ 
ments made by PlayStation 
Plus during the game's devel¬ 
opment, and the game now 
boasts more fighting variety 
and more interaction with 
backdrop monsters than 
before. See, it's good to talk. 


mimic fOUR 


EARTHWORM JIM 30 


HOI OREAKAWAY 00 


ACCIAIM 

Mentioned in the news pages 
last issue, NHL Breakaway '98 
is a fast and furious hockey 
game. The motion-captured 
players can be viewed fom 
any angle, and the NHL 
licence means that the cur¬ 
rent 26 teams have been 
used. The Al was also Impres¬ 
sive, with the opposition 
behaving Intelligently to 
intercept passes, etc. 



MEl OOARTEROACK 
ClUO 00 


ACeiAIM 

The latest in Acclaim's long 
line of NFL licences, includes 
plays designed by Super 
Bowl hero Brett Favre (who 
he?). 30 NFL teams, and a 3D 
graphics system which allows 
Acclaim to throw in their cus¬ 
tomary motion-capture tech- 
niues and offer a close up 
view of the plays and passes. 




ACCIAIM 

The best-selling video game 
of all time is Myst and 
Acclaim has snapped up the 
sequel. Riven uses the same 
control technique and hi-res 
graphics of the first game, 
but boasts a larger play area, 
and more character interac¬ 
tion, as the hero Atrus 
searches for his beloved 
Catherine. Acclaim is confi¬ 
dent the sequel will more 
than live up to the original. 



MAEII!: THE EATHERIHE. 
OATTIEMAEE 


ACCIAIM 

The first PlayStation title 
based on the popular RPG- 
based card game. Acclaim has 
used the scenarios the card 
games offer as inspiration for 
a real-time strategy game, 
with the player taking on wiz¬ 
ards and demons as they 
explore the fully rendered 
plains of Corondor. 



HOAIHTHEIUHEOO 


KOHAMI 

The third game in Konami’s 
ogoing series expands upon 
the last two games, with five- 
on-five action which includes 
new techniques such as 
behind-the-back dribbling, 
fake shots, and pivoting. The 
option to play a season has 
been enhanced, too, with the 
ability to trade players to 
build up your NBA side. 
Sounds proimising... 



IRTElllEEHT OUOE 


SBHY 

A simplistic puzzle game in 
which the player guides a 
tiny man-sprite out of the 
path of a series of rolling 
blocks. The basic idea is to 
clear the screen of these 
blocks, with the player laying 
special tiles to destroy them 
which, in conjunction with 
other tiles, set off complex 
chain reactions. Perhaps one 
for the more cerebrally 
inclined, this. 





SBHY 

A mixture of RPG and 
arcade/adventure elements, 
with the player guiding a 
knight across a series of iso¬ 
metric screens. The main 
sprites and backdrops are all 
fully light-sourced, and while 
Spiral Saga is never likely to 
be a contender for the 
mighty Final Fantasy VII's 
crown, it seems to be a wor¬ 
thy supplement. 



ROA JAM 00 


ACCIAIM 

Gone are the 2D sprites asso¬ 
ciated with the arcade series, 
with Acclaim taking the 3D 
engine used in NBA Jam 
Extreme. Five-on-five play 
has been coupled with all the 
bizarre moves and secret tac¬ 
tics the basketball series is 
famed for. As with virtually 
every other NBA-endorsed 
game, all the latest team 
stats have been used. 


f 



MEEAMAHREO 


CAPCBM 

At last, Capcom has got the 
hint and tried something new 
with MegaManl MegaMan 
Neo is a 3D platformer, with 
the blue-armoured hero 
exploring a polygonal play 
area, and blowing away the 
aliens trying to take it over. 
During the course of the 
game, MegaMan rides on cars 
and adds new weapons to his 
suit. MegaMan has never 
looked so cool. 


u 
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Hill 


Ml 2 

GameTek released a PC ver¬ 
sion of this fully rendered 
adventure last year, but it 
disappeared without a trace. 
Billed as a 'cyberpunk 
thriller’. Hell is set in the year 
2095. The government con¬ 
trols the gates of Hell, and 
the player is cast as a man 
wrongly imprisoned there. 
Your mission? Get the - ahem 
- "heir out of there. 



populous: TOE 
TOlOO COn/OHB 


Ik 

Bullfrog effectively created 
the 'God Sim’ with Populopus 
for the Atari ST and Amiga. 
They are now set to update 
the basic idea for the 
PlayStation. Populous: The 
Third Coming pits the player 
against rival Gods, as the 
deities attempt to establish 
themselves as the dominant 
force of the game. 



MAOOEHHFl 00 


Ik 

The longest of EA's sporting 
associates returns for the 
umpteenth time. All the stats 
have been updated for the 
new season, and the game 
engine has also been 
Improved. For example, if a 
player is about to make a 
play. It is possible to look 
either side of the player 
before the throw is made. 
Could be the ultimate 
Madden game yet. 



mcsmiimis 


lllEkSkllTS 

A long time in the making. 
Here's Adventures is virtually 
complete. A comedy 
arcade/adventure. Here's 
Adventures takes the form of 
a cartoon-style epic, with the 
player guiding one of three 
mortals into Hades where a 
beautiful Goddess and a tee¬ 
tering pile of treasure await 
the valiant. 



X-MEH VS STOEET 
EIGHTEO 


EkPCOM 

Another Capcom title said to 
be Saturn only, X-Men Vs 
Street Fighter is now officially 
PlayStation-bound. Pitting 
the cream of the X-Men beat 
'em up against Capeom's 
World Warriors, the game 
adds new moves to both sets 
of characters, with the Street 
Fighter heroes now armed 
with all-new combo attacks. 



OAOHSTAIKEOS 3 


EkPEOM 

The latest in Capeom's Night 
Warriors series, with more 
characters and moves. 
Capcom constantly cross-pol- 
linate ideas between their 
fighting games, and 
DarkStalkers 3 is set to use 
combo and special moves 
systems refined in earlier Y- 
Men and Street Fighter 
games. As with most Capcom 
games, development is lead¬ 
ing on Saturn code. Boo. 



ONE 

ASC 

Attractive 

SHOOT 'EM UP, 
PLAYED 
THROUGH A 
NUMBER OF 
FREE 
SCROLLING 
STAGES. 

CAROM 
SHOT 
ASCII 
A Pool simu¬ 
lation OFFER¬ 
ING SEVEN 
LOCATIONS TO 
TRY YOUR 
TRICK SHOTS. 

MASTER OF 
MONSTERS 
ASCII 
A 7 Gbit RPC 

TITLE 
REVAMPED 
WITH AN ISO- 
METRIC VIEW 
FOR ITS 

PlayStation 

RELEASE. 

SHADOW 
MADNESS 
ASCII 
Fully REN¬ 
DERED RPC, 
WITH THE 
PLAYER BUILD¬ 
ING AN ARMY 
TO DEFEAT THE 
EVIL Drag. 

MOON 
ASCII 
Another 
ASCII RPC, 

WITH CARTOON 
GRAPHICS 
ECPLORING 
JAUNTY LOCA¬ 
TIONS. 

AQUA 
PROPHECY 
ASCII 
Looking like 
Tomb 
Raider's 

UNDERWATER 
SECTION, BUT 
WITH A FLIP¬ 
PER-WEARING 
HEROINE. 

NASCAR '98 
EA 

The LATEST 
HOME VERSION 
OF THE US 
RACING CIR¬ 
CUIT HAS BEEN 
PICKED UP BY 

EA. 



TOP FIVE oms 


She's what the word goyjush was invented for. Spurt. 


Anyone FOR A three-player game? 


Cute blonde in tiny leather basque. Creamy. 
American version of Sporty Spice. 


American version of Pauline Fowler. 



mmiH 

A racing game, with the play¬ 
er guiding a large-wheeled 
buggy over a series of rough 
'n' tumble courses. 16 tracks 
await the player's attentions, 
with a split-screen mode 
offering simultaneous two- 
player competition. A num¬ 
ber of different buggy styles 
are also on offer. The game Is 
a natural follow-on from 
Hardeore 4x4, with even more 
rough and tumbling. 



mOOOEOOOOE 


sum 

Anyone who loves the huge 
robo-units featuring in so 
many Manga videos will love 
this. Armoured Core puts the 
player in control of one such 
suit, and drops them in a 
series of battles. 48 battle 
scenarios are on offer, and as 
the player progresses 
through them, a wealth of 
new weapons can be added 
to the suit. Already looking 
quite promising. 
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MONKEY 

HERO 

BMC 

Manca-style 

GRAPHICS 
COMPLEMENT 
THIS INTEREST¬ 
ING ARCADE/ 
ADVENTURE. 

THE DARK 
HALF: 
ENDSVILLE 
THQ 

BIZARRELYj 
THIS IS BASED 
ON THE 

Stephen King 

BOOKABOUTA 
WRITER'S EVIL 
ALTER EGO. 

DEAD UNITY 
THQ 
Works IS AN 
ENHANCED 
ROBOTj AND 
THQ INVITES 
YOU TO 
EXPLORE A 3D 
WORLD WITH 
HIM. 

SPEED 

TRIBES 

THQ 

A FUTURISTIC 
RACE GAME 
WHERE FLYING 
CYCLES ARE 
THE FASTEST 
MEANS OF 
TRANSPORT. 

PERSONA 

ATLUS 

A TURN-BASED 
RPC BASED ON 
THE POPULAR 

Japanese 
Megami Tesei 

SERIES. 






BMC 

Coded by DMA Design, 
Tanktics is a tank game set in 
a number of time zones. 
Featuring stone age tanks, 
mediaeval versions and futur¬ 
istic varieties, the player is 
given a basic vehicle and 
charged with winning the 
battle presented in each time 
zone, as well as building up 
their vehicle with the spoils 
awarded to the victor. 


USB 

Confronting Lucasarts' 
BallBlazer Champions head on, 
Colliderz is another take on 
the futuresport genre. Set 
within 3D arenas, the game is 
a mix of footie and ice hock¬ 
ey, with the player using 
both skill and foul play to 
steer a puck into the oppo¬ 
nent's goal. It includes the 
first ever video game pitch 
invasion, apparently... 


ABC 

Tank games seem to be in 
vogue, so ASC don caterpil¬ 
lars and set off into battle. 
Mass Destruction is a 24- 
stage 3D shoot 'em up. Set 
across four environments 
(including snow and desert 
stages). Mass Destruction 
lives up to its name, offering 
the player the chance to wan¬ 
tonly blow away absolutely 
everything in their path. 

Huge explosions, are the 
order of the day. 


mSTAB 

Ready to take on Rascal from 
Psygnosis is Joe Blow. 
Created byTelstar, Joe is a 
little monkey trapped within 
a huge 3D dreamworld. The 
plot tells how the world is 
being plagued by night¬ 
mares, and Joe - armed only 
with bubble gum and a spray 
can - has been sent into t he 
dream world to end the bad 
dreams. Motion-capture has 
been used throughout for 
extra realism. 


JBEBiaW 


TAHKTICS 


WCWHim 


m 

Following the success of 
WCW Vs The World, THQ's 
association with the 
wrestling brigade prompts a 
sequel. Set for a November 
1997 release, the sequel 
promises a 3D ring, texture- 
mapped wrestlers based on 
the top stars (Hulk Hogan, 
Ric Flair, etc), and easier to 
effect moves than in past 
wrestling games. 


HABBCBBE2 


Ase 

More trucks, more tracks, 
and more weather conditions 
than ever before! Six trucks, 
eight tracks including the 
Vega desert. Swampland, 
and the Grand Canyon, and 
ASC have also included night 
and daytime effects which, 
combined with wind, snow 
and torrential rain threaten 
to topple even the hardiest 
of trucks. 


CBIUBEBI 


MASS BESTBBCTIBH 



TBP FIVE UEE-SRE CHABABTEBS 

He’S still the man with the master plan. 

Undead Resident Evil bloke with Nicole Kidman in tow. 
Proof that this naff game hero still lives. 

Okay, so it ain't Pingu, but what the hell is it? 

Blimey, it really is Bruce Willis! 



(Left) Bald 
BLOKE Bruce 
Willis is 


STALKED BY 


THE BALL AND 


CHAIN WHILE 


HE MEETS HIS 


SPEEIAl BPS 


BME 

Special Ops: US Army Rangers 
is a ground combat simula¬ 
tion, with the player guiding 
a crack troop into a number 
of hazardous missions. These 
include the rescue of 
hostages, destroying 
weapons, and assassinations 
- all played over rough terrain 
and against a computer 
opponent with incredible Al. 
BMC are aiming the game at 
shoot 'em up fans who fancy 
something meatier. 
















































PRINCE’S TRUST SIGNS UP WITH SONY PLAYSTATION • 

NEW JOYPAD LINE-UP FROM ASC • IKINO OFFER SLICK CD- 
ROM STORAGE • GAMES CHAMPIONSHIP HEATS UP 






A SLIGHTLY 
TRUNCATED 
NEWS SEC¬ 
TION THIS 
MONTHj ON 
ACCOUNT OF 
OUR EXTEN¬ 
SIVE E3 
REPORT FROM 

Atlanta. The 
SHOW didn't 
REALLY 
THROW UP 
THAT MANY 
SURPRISES: 
SECA'S LOW- 
KEY PRES¬ 
ENCE^ AND 
ONLY HALF 
THE N64 
GAMES 
PROMISED. 

The quality 

OF 

PlayStation 

GAMES WAS 
BETTER THAN 
LAST YEAR, 
THOUGH. The 
GAME OF THE 
SHOW FOR 
ME? 

Konami's 
Metal Gear 
Solid. 
Watch this 

SPACE, IT IS 
GOING TO BE 
MASSIVE... 

Steve 

Merrett, 

Editor 


PlayStation Teams up 

with Prince’s Trust 


Sony has joined forces with 
the Prince's Trust to create 
Power Source, the first ever 
video game to be published 
by the charity. The CD is the 
first charity CD since 1984's 
Soft Aid compilations for the 
Live Aid appeals. Proceeds 
from the CD will go to create 
more outdoor activities for 
the scheme pioneered by 
Prince Charles. A secondary 
aim of the CD is to attract 
young talent to the 

PlayStation 


CmtBiRBCKtTMKir 


and gain the 
interest of up 
and coming 
talent in the 


Sony machine. 

The CD is on sale now, 
priced £9.99, and contains 
playable demos of Tomb 
Raider, Porsche Challenge, 
Monster Trucks, Exhumed plus 
many more. There is also a 
digitised feature on the Net 
Yaroze, Sony's subscriber-dri¬ 
ven do-it-yourself program¬ 
ming system, along with 
Blown Away, a short video 
containing clips of forthcom¬ 
ing PlayStation games. Check 
it out at a store near you, not 
only will you be helping a 
good cause but you'll be get¬ 
ting stacks of rather impres¬ 
sive demos, too. 


Hover bike combat game 
Rocket Jockey has bitten the 
dust even though it was 
almost complete on the PC 
with a PlayStation version 
following behind. The rea¬ 
son? Its developers 
have ceased trad¬ 
ing and nobody 
Ise wanted to buy 
up this turkey, 
s that, then. 


s 

o 

s 

s 
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muv 

Excellent off-road racer from 
Infogrames and Ocean. Car 
dynamics are great and 
gameplay is spot-on, but the 
sheer number of tracks makes 
this a blinder. Worth buying? 
Judge by our score: It reaped 
a massive 94% this issue. 


SYHmnWAHS 

Another game that's been in 
development for months 
finally reaches the shelves 
this month. Notching up a 
score of 92% last issue. 
Syndicate Wars is an absorb¬ 
ing mix of strategy and 
action. Go buy. 



Millennium 

Games 

Championship 

Computer Games Promotions 
is holding a PlayStation tour¬ 
nament at the beginning of 
November to find the gamer 
of the Millennium. The event 
will be held on Sunday 2nd 
November at the Waterfront 
Leisure Centre, Woolwich. 
Entrance fee is £15 and com¬ 
petitors will play Rage Racer, 
Tekken 2 and Formula 7, 
before progressing to the 
finals. Six champions will 
each receive a trophy plus a 
cheque for £175, and will be 
invited to enter the grand 
final, scheduled and televised 
on Cable TV show Games 
World. Entrants much be over 
13 though, and tickets must 
be pre-ordered. Call the CGP 
Hotline on 0181 313 0717. 


SBPtB PliaU flEBTlB 

Okay, so it's been a long time 
coming but this addictive 
puzzle game has been well 
worth the wait. Extremely 
easy to pick up but much 
harder to master, this budget 
masterpiece scored 92% in 
Issue 19. 































RECOLIMEIIDEL 


Ikino Storage 


PlayStation games no longer 
have to live on the floor if 
you've invested in an Ikino 
storage system. Ideal for 
keeping games out of harm's 
way, Ikino has produced a 
storage box specifically for 


CD-ROMs. The 240 model 
(larger boxes are available) 
costs £14.99, is available in a 
variety of colours and holds 
just under a dozen boxes. To 
tidy up your game area give 
Ikino a call on 01656 669906. 





vmiY 

Ocean's off-road racer 
recreates all the bumps of 
rally driving along treach¬ 
erous dirt tracks. This 
beast is over-flowing with 
tracks and cars but it's the 
alternative nature of the 
gameplay that recom¬ 
mends it. Great fun. 



SYHaimwm 




SUPER paiiufmtR 

This hyper-addictive puz¬ 
zler proves the Capcom 
isn't just a dab hand at 
beat 'em ups. Starring 
familiar faces from 
Street Fighter and Dark 
Stalkers, this really is 
gripping stuff. 


Bullfrog's Blade Runner- 
style epic combines com¬ 
plex strategy and intense 
action within a superbly 
detailed 3D cityscape. 
Control a team of four 
agents and use them to 
take over the world. Best 
played with a mouse. 


RAEIBACER 

Namco once again rede¬ 
fines the racing genre 
with the third in the Ridge 
Racer series, boasting 
loads of cars, courses and 
options, this is without a 
doubt the fastest, most 
visually impressive driving 
game on the PlayStation. 


ASCII’s Joypad Invasion 


RURRIE RRRRIE 2 

Virgin's sequel to the classic 
cutesy platformer is crammed 
with levels and all-new 
power-ups. Trouble is, it's 
just not that much fun. 

Bubble Bobble 2 was rated a 
meagre 74% in this issue, 
even though it's only £35. 


WARCRafTl 

Fantasy strategy game In the 
style of Command and 
Conquer. Control either an 
army of ores or humans, cre¬ 
ate the biggest war machine 
possible then wipe out the 
enemy. Reviewed this issue, 
Warcraft 2 scored 88%. 


American softco ASCII is con¬ 
tinuing its joypad bombard¬ 
ment. After launching its 
Sony-endorsed range when 
the PlayStation was first 
released, ASCII's second 
coming is spearheaded with 
the release of four new 
peripherals. First up is the 
Sphere 360, an ergonomically 
designed analogue pad offer¬ 
ing incredible control. 

Slender In design, the Sphere 
360° has a rounded Dpad 
rather than cross-shaped giv¬ 
ing players complete control. 

The ASCII Grip is a one- 
handed controller fitting into 
the player's palm. The Dpad 
can be operated with either 


thumb (the Grip is designed 
for use by both left and right- 
handed people) while the 
fore and index fingers can 
press the buttons. It's fully 
programmable too and can 
therefore be adapted to suit 
any game whatsoever. 

The arcade stick is essen¬ 
tially a variation of ASCII 
Specialised Stick. It boasts 
the same chunky buttons 
which are micro-switched, 
but the actual has been stick 
refined. It's now a bat rather 
than a oversized ball, so 
should cut down on those 
aching hands. 

Lastly there's the Mach 1 
flight controller and pedal 


set-up. This pair is obviously 
designed for flight sims, and 
offers both analogue and dig¬ 
ital control. The wheel can 
also be used for driving 
games, using the different 
button set-ups to optimise 
player control. 

No price or 
release date 
has been 
confirmed 
for any of 
the above as 
yet, but 
they are 
expected 
to appear 
this 

Autumn. 


Trek BUT it's 
REALLY NICE TO 
USE. 


RAYmCiRS 

Taito's super-fast 
Chase HQ clone 
may look fantastic 
it lacks lasting appeal. Enjoy 
the speed while you can 
because this baby climaxes 
all too quickly. Ray Tracers 
scored 73% in this issue. 
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PlayStation 








AcliVisioN 



hou shalt kil JL 



The end begins this Autumn. 
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Blam! One man. 
Blaml One gun. 
There’s five in 
the clip, another 
in the chamber 
and an army of 
hoods to wipe 
out. Someone’s 
gonna get hurt... 


t long last the 
wait 

Namco's stun- 
ning Time Crisis 
finally comes crashing onto 
the PlayStation. In arcade 
form this coin sucker is 
arguably one of the finest, 
most refined gun games ever 
invented. Tension becomes 
unbearable as every step of 
the way feels like a real and 
bloody fight against all odds. 
So how does this conversion 
stand up to such a killer origi¬ 
nal? Find out in our blow-by- 
blow eight-page special. 



It's the game they said could 
never be converted. No mat¬ 
ter how powerful Sony's 
PlayStation was considered 
to be, the machine simply 
could not cope with the 
speed and graphics offered 
by a Namco Super System 22 
arcade board. Well, thankful¬ 
ly they were wrong. Time 
Crisis has been released in 
Japan and it's devastating. If 
ever there was a reason to cry 
for joy at owning a grey box 
of tricks, or a case for busting 
balls to get hold of one, this 
has got to be it. Prepare to 
be amazed. 

Gun games have gone 
through many stages of evo¬ 
lution. From the humble 
beginnings of Hogan's Alley 
and Duck Hunt, where 
weapons were decidedly 
uncomfortable and gameplay 
laughably simplistic, the 
genre has passed through 
Operation Wolf and Lethal 
Enforcers eventually leading 
to Virtue Cop. Sega's land- 






(From top) 
Rachel 

MACPHEPSON 

- hostage; 
Wild Doc - 
villain; 
Richard 
Miller - 
hero; 
Sherudo 
Caro- 

PONCE, 


Release : November 
Company : Namco 
Price : Tea 
Players : 1 

Genre is HOOT'em UP 
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The arcade Time Crisis uses Namco's Super 22 System, the 
same board used by Tokyo Tank Wars, Dirt Dash and most 
importantly Tekken 3. Available in two versions, with a 27" 
or 50" screen, the gun uses simulated 
' recoil - which is actually rather annoying 
• when trying for complete accuracy. With 
an almost perfect conversion soon to be 
available for the PlayStation, although 
lacking a high res mode, you will be able to 
purchase your own Time Crisis for about 
£7,930 less than the arcade machine. 





Once AGAIN 

THE NAMCO 
BOFFINS SHOW 
OFF THEIR 
TECHNICAL 
EXPERIENCE. 

Time Crisis 

OPENS WITH A 
FANTASTIC 
FILM-STYLE 
INTRODUCTION 
TO CHARAC¬ 
TERS AND 
PLOT. 



mark product undoubtedly 
set new standards, especially 
in terms of graphics, and its 
style was ruthlessly copied 
by a bunch of cheap imita¬ 
tions. Then came Time Crisis, 
which looked familiar but 
played like a lungful of fresh 
air. Several simple new ideas 
meant Japanese game giants 
Namco had totally reinvent¬ 
ed the genre. 

What was instantly strik¬ 
ing about the arcade 
Time Crisis was a strange 
foot pedal - similar to 
those found on bins - 
attached to the base of 
cabinets. Slamming 
this device was 
much more than 


just a gimmick and served 
several purposes. Reloading, 
for a start. But, more impor¬ 
tantly, in the middle of des¬ 
perate shootouts pedal¬ 
pushing allowed players to 
dive behind crates, walls and 
other handily placed protec¬ 
tive objects. Enemies could 
often be spotted through 
narrow gaps in items allow¬ 
ing you to wait for bullets to 
stop ricocheting and jump 
out already sighted on tar¬ 
get. This simple idea 
made a staggering dif¬ 
ference to gameplay. 
Face it, unless your 
skin's synthetic or you 
have a serious 
death wish, 
swaggering 
gun battles 



with only a smile to hide 
behind is a daft idea. Namco 
cleverly gave players the 
chance to re-live all those 
James Bond playground 
games, only this time it all 
felt much more real. 

Namco has avoided the 
need for a foot pedal to be 
packaged with the 
PlayStation version by 
adding buttons beneath the 
muzzle of its marvellous gun. 
This option may be the sim¬ 
plest to work out, but it's not 
as comfortable or fun. A cou¬ 
ple of hours into play shoul¬ 
ders really start aching 
because of the unnatural 
stance that you need to play 
it. Fear not, however, for it's 
possible to plug in a standard 
pad, drop it on the floor and 



pretend you're in a seedy 
arcade. Sounds daft and a lit¬ 
tle anorak but actually this 
method of play works excep¬ 
tionally well. 

Another of the arcade 
game's innovations - and one 
that's been converted to the 
PlayStation - was turning 
battles into fights against the 
clock as well as against a 
more solid enemy. Because 
of traditions set by previous 
gun games, when players 
were first confronted by Time 
Crisis avoiding shots naturally 
seemed to be the key to suc¬ 
cess. But with experience 
came a realisation that ene¬ 
mies needed to be removed 
as quickly as possible. This 
meant cover could not be 
over-used and patterns of 









































attack had to be worked out. 
Soldiers and henchmen, 
weapons and time bonuses 
further extended the need to 
pick out targets carefully and 
very, very quickly. 

Time Crisis arcade offered 
two modes of play which 
have both been ported to the 
PlayStation. One is a time 
trial offering the chance to 
test skills on any of the three 
levels. Health supplies are 
limitless but 
when the clock 
reaches zero it's 
game overtime. 
Alternatively, 
a story mode 
goes 

through each 


level in order, following a 
basic plot and tying every¬ 
thing up with a satisfying 
conclusion. 

Us PlayStation owners, 
lucky devils that we are, not 
only get a totally faithful 
conversion of the original - 
from cut sequences down to 
the correct number of bad 
guys jumping out on each 
screen - but much more 
besides. Namco has decided 
to give true value for money 
by throwing in a whole new 
game which (unbelievable as 
it sounds) actually looks 
and plays better than 
the original 
conversion. 


Although 

NOT AS GRAPH¬ 
ICALLY POL¬ 
ISHED AS THE 
ORIGINALj 

Time Crisis 

SEEMS IDENTI¬ 
CAL IN EVERY 
OTHER 
RESPECT^ 
INCLUDING ALL 
CUT 

SEQUENCES. 


Continued on 
page 43. ►► 


EUHCnHREmWEO 

Lacking recoil ability, 
Namco's GunCon which 
comes packaged with Time 
Crisis is nevertheless sex 
itself. To improve accuracy 
the device plugs into both 
a pad port and the video- 
out jack point at the back. 
Apparently this allows each 
screen to be held in the 
memory giving accuracy to 
one pixel. To you and I that 
means you could hit the 
pimples off Posh Spice at 
100 yards. Calibrating is 
quick and simple and 
involves firing at the centre 
of a target and checking 
the dot that remains on 
screen. Recalibration is 
advisable at regular inter¬ 
vals because the gun is so 
accurate if you happen to 
change positions the sight¬ 
ing goes out. 

To begin with the unit 
feels a bit light and insub¬ 
stantial, but then if it were 
more solid holding it for 
hours would be exhaust¬ 
ing. A muzzle button takes 
care of ducking, but an 
extra pad can also be 
plugged in to stamp on. 
PlayStation Plus discovered 
It's also possible to plug in 
a steering wheel and use 
the brake or accelerate 
pedals. Viola! The real deal 
in your own front room. In 
black the GunCon looks 
perfect but in Europe the 
device will be grey. This is 
down to the Germans who 
think there's a real danger 
youngsters will try and use 
them to rob banks. Should 
have thought that a lead 
trailing out of the base of 
the weapon would give 
things away, but that's the 
Germans for you... 


(Below) Co 

THE WHOLE 
HOG. Plug A 
STEERING 
WHEEL SYSTEM 
INTO CONTROL 
PORT TWO 
AND USE 
BREAK/ACCEL¬ 
ERATE PEDALS 
TO DUCK. 


I 



Kiam 


ACCURACY ★★★★★ 

OISICH it-k-k-k 

lOOKS ★★★★★ 

UlSPOUSl ir-k-k-k-k 

mmii ★★★★★ 
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Conversions don't get any 
better than the job Namco 
has done on Time Crisis, but 
the Japanese arcade wizards 
decided programming the 
port just wasn't enough. No, 
instead they've added a 
whole new level just for the 
PlayStation. In it, Richard 


Miller returns for a totally 
new mission that aims to 
break Kantaris, Wild Dog's 
weapons supplier. The 
organisation, run by a myste¬ 
rious woman, has its head¬ 
quarters in a massive hotel. 

The PlayStation-only level 
boasts completely different 


enemies, vehicles, bosses 
and a story with multiple 
routes. There are a total of 
eight areas, which again are 
broken down into sections 
and progression through a 
route depends on sharp 
shooting abilities. If sections 
are completed early, or cer¬ 


tain items shot up then play 
can move on to a more diffi¬ 
cult area. 

The following shots, which 
show just one route through 
the PlayStation levels, 
should give you a taste of 
what's to come. So chow 
down with us... 
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Pulling up to the entrance of Kantaris HQ in a sporty motah Richard Miller is jumped by parking attendants and bell boys. It's 

THE BEGINING OF THE GAME SO NATURALLY THERE'S NOT TOO MUCH TO WORRY ABOUT HERE. 



After moving through two outside areas^ it's time to check in at the foyer. Your situation starts to hot-up quickly as several 

SHARPSHOOTERS POP UP. A BETTER VIEW IS AFFORDED BY HITTING THE SUPPORT THAT HOLDS UP THE PIANO TOP. 



Turning on your heels another shedload of hoods try and cap your butt. Somehow a group of thugs wearing balaclavas manage 

TO GET A CAR INTO THE BUILDING AND PROMPTLY RUN DOWN SOME OF THEIR OWN MEN. 



Into the lift area and enemies start hiding behind furniture and fauna. If you manage to complete this section quickly a new 

ROUTE OPENS UP VIA ONE OF THE ELEVATORS. If NOT TAKE A WALK UP THE STAIRS TO AREA TWO. 


Bellhops^ managers and marksmen are joined by Rambos with chainguns. This is the hotel shopping areAj which contains plenty 

OF DISPLAY CABINETS JUST CRYING OUT TO BE SHOT UP. 





























Down ONE OF THE TIGHT CORRIDORS LEADING AWAY FROM SHOPS SHIELDED THUGS SHUFFLE iNTO VIEW. TIMETO MAKE A SWIFT EXIT DOWN A 
WASTE DISPOSAL CHUTE^ RIGHT IN AMONGST A BUNCH OF NiNJAS. 




Out of the rubbish dump through a small door^ down another corridor you then stumble across 
BAY. Aim for the crate of explosives to wipe out a small army of wrongdoers. 


SOME SORT OF VEHICLE-LOADING 



After moving up to some of the assault vehicles^ and coping with close combat^ action moves on to the executive car park. Red 
Ninjas pose the greatest threat to life until... 



Remember those parked-up assault vehicles? Well someone seems to have found a set of keys. Armed with machine gunSj high 

EXPLOSIVE ROUNDS AND HUGE STOMPING FEET^ TIMING DUCKS IS ESSENTIAL. 



Another group of Ninjas swing into the screen^ before a red car tries to ram you. Unload two clips of ammo then sit back and 

WATCH KANTARIS LOOSE CONTROL OF HER VEHICLE. 



This route^ which is the easiest to get through^ ends with Kantari's car engulfed in flames. The map shows how many more sec- 

TIONS ARE AVAILABLE. BELIEVE US WHEN WE TELL YOU COMPLETING ALL POSSIBLE AREAS WILL TAKE SOME TIME. 


I 
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RAGE RACER £39.99 RRR PUYSTATION GAMES FROM £19.99 RRR 


I PlayStat i on | 

DO NOT 

UNDERESTIMATE 
THE POWER 


and "PlayStation" are trademarks of Sony Computer Entertainment Inc. Rage Racer^*^ & © 1996 NAMCO LTD., All Rights Reserved. Namco is a registered trademark of NAMCO LTD. 
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Infantryman: Cannon 
fodder in sunglasses. A 
poor shot with a weak 
weapon (ooer). 



Infantry Squad Leader: 
Slightly more accurate 
than his squaddies but 
still poses little threat. 



Bonus-time Soldier: 
Unable to inflict any 
damage but worth 3 or 
5 second time bonuses. 


B Shielded Infantryman: 

Hide s behind sheets of 
steel. Can only be hit 
when exposed. 

Grenadier: Likes to roll 
out from behind cover, 
lob a grenade, then hide 
again - swine. 




Club Wielder: Jumps up 
right under your nose 
and swings for the face. 
Kill quickly or else... 



Recoilless Rifleman: 
This chap has a habit of 
shooting his own struc¬ 
tures when shot up. 



Machine Gunner: Not a 
great aim but lays down 
bursts of fire that often 
catch you out. 



Marksman: Fast and 
horribly accurate. 
Needs to be treated as 
your top priority. 



Whitecoat: Found in the 
throne room and labora¬ 
tory. Carries a variety 
of weapons. 



Ninja:Wears body 
armour and packs a 
nasty slash thanks to 
giant steel claws. 





(Lefti-3) 

Shooting 

DOWN HELI¬ 
COPTERS IS NO 
EASYTASK^ SO 
WATCHING 
THEM CRASH 
AND BURN IS 
ALL THE MORE 
SATISFYING, 




Continued from page 39. ►► 

Wipe the drool from your 
mouth for a moment though, 
as we recap on the original 
plotline: Sercia is a small 
republic ruled by a president 
who brought down the tyran¬ 
nical rule of the previous 
Imperial order. After a long 
period of peace and stability 
in the republic an emergency 
is announced. Rachel, daugh¬ 
ter of the president of Sercia, 
has been kidnapped. It's 
understood that Sherudo 
Garo, last blood relative of 
the Royal family, is responsi¬ 
ble for the crime. He is 
demanding military secrets in 
exchange for Rachel's life. 


As an organised crime syn¬ 
dicate known as Wild Dogs is 
also known to be involved in 
the kidnapping, it seems like¬ 
ly Sherudo is plotting to 
overthrow the Sercia govern¬ 
ment. The small republic is in 
great danger. Although the 
president could easily send in 
armed forces, action of this 
kind would almost certainly 
lead to the death of his 
beloved daughter. There is 
no other option. The presi¬ 
dent calls forthe one man 
who can make a difference. 
That man is you. Special 
Agent Richard Miller. 

En route to the republic 
you receive mission details. 
Sherudo lives in an old castle 


H Ninja Leader: Same 
basic features as his 
minions, but takes more 
hits to destroy. 



Sherudo Garo: Last 
member of the monar¬ 
chy. Throws knives very 
quickly then vanishes. 



Wild Dog:The final boss 
starts off using two 
rapid firing pistols, then 
gets out a machine gun. 


MICHAHISIBWUPOHS 

Cars attempt hit-and-runs but can be 
shot up. Helicopters act as troop trans¬ 
porters and assault weapons. Gun tur¬ 
rets fire high explosives but blast the 
operator and the threat is over. 




mm _ 

Cut-price PlayStations 
may be a good thing, but 
these machines lack com¬ 
posite RGB ports (red, 
white and yellow plugs) 
instead opting for a sin¬ 
gle RF port. That means 
if you own one of these 
machines you'll need an 
adapter. These are 
already available in Japan 
and plug into the AV 
multi-out. 
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Lipstilis 


it into three hefty 
stages, which break down 
to nine very long levels 
and three boss areas. 
Time Crisis will take 
even those with ultra-quick 
reactions some time to com¬ 
plete. Each section comprises 
a fistful of sets populated by 
as many as 20 bad guys. Even 
though everything is very 
much set on rails, the game 
never feels static or dull. This 
is partly thanks to the super¬ 
fast and smooth ducking abil¬ 
ity and partly because so 
many things are constantly 
happening on screen. 

Objects such as hooks, 
cranes and packing machines 
go about their business, 
many of which need to be 
avoided as they come into 
view otherwise Richard ends 
up with a face full of metal. 


Then there are the deadly 
mounted weapons; hit-and- 
run cars and helicopters 
buzzing around your head. 
Doors can be shot closed; 
wall supports knocked out; 
pillars felled and crates of 
explosives detonated, throw¬ 
ing hoods sprawling through 
the air. Sensory overload! 
Between sections Richard 
dashes down corridors, dives 
out of windows and slides 
down zip lines. And even 
though the player has no con¬ 
trol over these, the sheer 
speed and quality of these 
views really keeps the adren¬ 
alin pumping. 

Put simply this conversion 
of Time Crisis is the dog's bol¬ 


locks. A game of this quality 
just should not be possible 
on the PlayStation. On top of 
this Namco has included a 
new game taking Richard 
Miller into a hotel under con¬ 
trol of an arms dealer. Here, 
graphics actually look better 
than in the arcade mode and 
levels seem to have been 
planned with even more 
thought. As a total package 
Time Crisis could well prove 
to be the best thing that's 
ever happened to the 
PlayStation. What's more. As 
an example of how Namco 
can now convert 'uncon- 
vertable' System 22 games 
the outlook for Tekken 3 is 
looking better than ever. 


IMPORT REVIEW 


All shots used have been taken from the Japanese release, 
but there seems to be very little difference between 
NTSC code and the version to be released in 
this country. However we've decided to 
hold back on a full review until a full English 
version becomes available. In the meantime 
make do with this rating for the Jap version. 


(Right) final 

STAGES OF THE 
STORY MODE, 
Getting HERE 
ON THE 

PlayStation 

IS MORE DIFFI¬ 
CULT THAN IT 
WAS AT THE 
ARCADES. 


Imperial Rule. Get to him 
before he has the chance. 

Use maximum force, shoot on 
sight and shoot to kill. Go, 
go, go. 


on the north-west 
island of the republic. 

You must enter his horhe 
quickly and save the gor¬ 
geous Rachel before anyone 
can harm her. This will be no 
easy task as Sherudo's home 
is heavily fortified and full of 
highly trained mercenaries. A 
deadline for reply to the kid¬ 
napping demands has been 
set for sunset, so there's very 
little time. 

Apart from Rachel's 
untimely demise, failure on 
your part will also mean 
nothing stands in the way of 
Sherudo invading the repub¬ 
lic and overthrowing the 
legal government. He will 
certainly murder the presi¬ 
dent for destroying the old 



miuAcap 

(Arcade) 

mm COP 

(Saturn) 

TMCmiS 

(Arcade) 

immsis 

(PlayStation) 

In a Nutshell 

Standard gun game 
with 3D graphics. 

Nothing added to 
the arcade version. 

Be James Bond and 
battle against time. 

Be James Bond in 
two movies. 

Features 

Hostages to save, 
various weapons to 
pick up, idiot sights 
warn of targets. 

Nothing added to 
the arcade version. 

Tons of enemies at 
once, time limits, 
protection when 
reloading. 

Arcade plus extra 
game with multiple 
routes, new bosses 
and enemies. 

Playability 

Hectic but pretty 
mindless. Always 
feels firmly planted 
on rails. 

Nothing added to 
the arcade version. 

Requires lightning 
reactions and 
thought to avoid 
injury / beat clock. 

Extra game takes 
best of original then 
adds more. Harder 
to complete. 

Overall 

In it's day wowed 
many but has 
become dated. 

Nothing added to 
the arcade version 

Still feels innova¬ 
tive, exciting and 
totally addictive 

Arcade perfect with 

Time Crisis 2 thrown 
in - unbeatable. 





































SATUKMY MOCNtNG 



SPOTS? TRY THIS. IT’S NEW ^ 
CLEARASIL COMPLETE. IT’S FIVE TIMES BETTER 
^ THAN SOAP AND IT’S DEAD SIMPLE! ^ 


SOUNDS A BIT 
LIKE YOU! 


f THAT’S RIGHT, DEAD SIMPLE! NEW CLEARASIL COMPLETE FACEWASH IS JUST WHAT YOU 
NEED TO HELP PREVENT ZITS. 

CLEARASIL COMPLETE IS FIVE TIMES BETTER THAN ORDINARY SOAP AT BEATING SPOTS* 
AND IS AVAILABLE IN AN EASY TO USE PUMP ACTION BOTTLE. i 


I ITS DEEP-CLEANSING MICROBEAD FORMULA AND SPECIAL SPOT STUFF GETS RIGHT TO 
THE HEART OF THE PROBLEM, KILLING BACTERIA WHICH CAN CAUSE UNWANTED ZITS. 

USED EVERYDAY CLEARASIL COMPLETE WILL HELP KEEP YOUR SKIN FEELING CLEAN AND 
FRESH. ALTOGETHER, IT’S A VERY SIMPLE WAY TO HELP STAY ZIT-FREE. 


ALL you NEED TO HELP BEAT SPOTS! 


* r.i IMICAL STUOy RUN OVER R WEEK PERIOD. 
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Psychosis 

LOOKS TO BE 
ADDING YET 
ANOTHER 
HIGH-QUALITY 
CAME TO THEIR 
RANGE. 

Colony 
Wars could 

CHANCE THE 
FACE OF 3D 

shoot'em ups 

FOREVER. 






e get used to 
overblown 
claims here 
PlayStation 
Plus. But when a 
game reckons it, 'combines 
arcade action with epic 
drama, thrusting the player 
into a galactic adventure of 
carefully orchestrated bat¬ 
tles and missions', it's hardly 
surprising if the alarm bells 
start to ring. Visions of cine¬ 
matic sequences and tedious 
gameplay a la Wing 
Commander or Rebel Assault 
tend to spring instantly to 
mind. Oh dear. 

But stop right there, 
because this particular public 
relations claim is being made 



^e/ease : November 
Company : Psygnosis 
P/V ce: Tba _ 
Players: 1 

Genre : Shoot'em up 




for Colony Wars by Psygnosis, 
and with each passing day of 
development this monster 
title is looking slicker, 
smoother and more stunning. 
With three months left 
before its release, the result 
could completely dissolve 
our brains. And let's face it, 
we're big fans of dissolved 
brains here. 


?AiiiLy| 


It may be a blood relative of 
just about every other space 
shooter in existence, but 
Colony Wars is nevertheless a 
shocking real-time 3D experi¬ 
ence. Since its focus is dog¬ 
fight combat against a huge 
variety of enemies, the 


emphasis is on lightning- 
quick reactions rather than 
thought-out moves, so 
Colony Wars promises to be a 
fast and furious experience. 

Aside from the rather 
attractive end sequences, 
the motivation for all the 
speed and fury comes via the 
old 'defeating the evil 
empire' number. Strangely 
though, for perhaps the first 
time ever you're actually 
being asked to battle the 
Earth rather than save it. 
How? Well, in a far distant 
future medical science has 
realised its ultimate goal and 
discovered a cure for old age. 
Not surprisingly this has left 
Earth overcrowded with peo¬ 



ple who are now poor and 
starving, so a decision has 
been taken to expand into 
other solar systems. Mass 
colonisation of space begins. 

Several centuries later 
Earth is once again booming. 
The planet's oppressive cen¬ 
tral government controls an 
empire of five solar systems 
Including 40 colonised 
worlds. As you would, these 
planets become increasingly 
unhappy with the idea of 
slaving away for distant and 
cruel rulers, so a rebellion - 
called the League Of Free 
Worlds - is formed. Earth's 
imperial leader, the Tsar, 
wants to end this threat 
quickly and sends out part of 





























The reason Colony Wars has 
such high-quality visuals is 
that the game runs in high- 
resolution mode which, up 
until now, has been greatly 
underused. This means 
graphics are much sharper 
and detailed, with many 
more polygons possible on 
the screen at any one time. 
Six different craft are at the 
player's disposal, all ren¬ 
dered and texture-mapped. 
In addition to that, various 
viewpoints can be used, and 
from outside it's possible to 
see light bouncing off the 
body of the ship or the mad 
vapour trails emitted by the 
engine. Other spaceships 
appear to have been created 
with just as much rigorous 
attention to detail, and with 
56 ally and enemy craft to 
deal with, the game should 
feel far from repetitive. 


Surroundings ought to be 
equally impressive as the pro¬ 
grammers, who were respon¬ 
sible for coding the WipEout 
games, have taken time to 
create five realistically scaled 
and modelled solar systems. 
Planets, moons, nebulae, 
asteroids and thousands of 
stars have been fully tex¬ 
tured and light sourced to 
produce a totally believable 
3D space environment. 


Judging by the playable code 
we've been shown so far, the 
result is like being able to 
interact with your very own 
Hollywood blockbuster - a 
claim that's often made, but 
rarely justified. 


Sthictly 


As Psygnosis is concentrating 
on trying to produce an 
arcade-style shoot'em up 
which has basic controls, fast 


Psygnosis is giving its full backing to the new 
analogue pad from Sony and Colony Wars best 
how much fun can be had from 
a vibrating controller. When the action starts 
heat up the thumb buttons buzz and shake 
crazy, with vibrations getting even more 
as your craft nears a critical state, 
adding more depth to the game, the 
serve as a warning when someone is 
taking pot shots at you from behind. Let's hope 
EEC regulations and cost problems don't hold up 
release of the vibrating wonder in this country. 


his Navy fleet to crush the 
uprising. Against all odds the 
League actually wins this first 
battle fought around its cen¬ 
tral planet of Bennay - per¬ 
haps there is still hope for 
the underdogs... 

Fired up by such an historic 
victory, the League now 
plans to take the fight for 
freedom directly to the Navy. 
And here - at last - is where 
the game begins. The player 
takes on the role of one of 
the thousands of fresh young 
recruits who have joined the 
League. Their aim is to fight 
the dictators under whom 
they have been forced to 
cower all their lives. 

Yes, this may all sound ter¬ 
ribly familiar, especially in 
terms of influences from the 
world of the silver screen, 
but who cares if Colony Wars 
boasts some really impres¬ 
sive features and looks sim¬ 
ply stunning? 
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BIG SmEH INflUEMCIS _ 

Cinematic references are obvious in FMV sequences but 
also extend through every aspect of the game, from explo¬ 
sions and gunfire to ships and the backdrop of planets. 
These look to have been handled well, steering clear of 
obvious rip offs, instead taking influences from the best sci- 
fi has to offer and developing a unique style for Colony 
Wars. Take a look at a few of the craft which will be avail¬ 
able to the and play 'spot the film'. 


concentrates on close 
combat dogfights, a great 
deal of effort has gone into 
making the game move like 
lightning. Despite all the 
sumptuous graphics and 
fancy effects - which must 
rank as some of the most 
impressive yet seen on 
Sony's machine - Psygnosis 
report that Colony Wars runs 
at a blistering 30 frames per 
second and is smoother than 
a baby's bottom. 

The game is broken down 
into 18 acts. Within these are 
70 distinct missions in addi¬ 
tion to half a dozen training 
episodes and six different 
ending sequences. Some 
routes through the game 
require the player to scout 
and use stealth, others are 
centred on bombing runs, 
heavy assault attacks, or 
interception of waves of 


Colony 
Wars com¬ 
bines UTTERLY 
STUNNING 
SPECIAL 
EFFECTS WITH 
AMAZINGLY 
FAST AND 
FLUID GAME- 
PLAY. 


of camera angles and the use 
of 25 actors for the 
voiceovers should leave the 
player reaching for the pop¬ 
corn and telling the woman in 
front to take off that hat. 

If all that doesn't leave you 
panting for Colony Wars you 
probably bought this maga¬ 
zine by mistake. If, on the 
other hand, your breath Is 
well and truly bated, keep an 
eye out for a review just as 
soon as we get our hands on 
the finished game. 


THE CODERS 
HAVE BUILT 70 
MISSIONS INTO 

Colony 

Wars. 

Various 

ROUTES CAN 
BE TAKEN 
THROUGH THE 
GAME AND 
THESE LEAD TO 
DIFFERENT 
ENDINGS. 


enemy craft. 

I are built 
within a non-linear tree 
structure, the workings of 
which are kept hidden from 
the player. 

Success or failure of a mis¬ 
sion will take the player 
through different routes so 
no two games should ever be 
the same. 

To continue the movie feel¬ 
ing, full orchestral music with 
Individual themes for each 
mission accompanies the 
strictly space-based action. 
There's speech from the crew 
of other ships, headquarters 
is in constant contact and 
your own vehicle talks away 
to you. 

What's more, lavish full 
motion video sequences, 
strongly influenced by the 
likes of Babylon Five, Star 
Wars and Star Trek, update 
the storyline as battles are 
won and lost. Editing, choice 
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FIRST SI6HT 


I 



so 



COBBOSARE 
OFTEN IMPRIS¬ 
ONED WITHIN 
LOCKED 
CRATES. The 
KEYS FOR 
WHICH ARE 
FOUND ELSE¬ 
WHERE IN THE 
LEVEL. 


t would be 
IPF impossible to 
a 

court of law^ so 
let's be frank. Croc owes a lot 
to Mario 64. There^ we've 
said it. However, as anyone 
who has played the N64 mas¬ 
terpiece will tell you, this is 
by no means a bad thing. 
Until now, the PlayStation's 
platform game crown has 
spent time with both 
Pandemonium! and Crash 
Bandicoot, neither of which 
can hold a candle to the 
Nintendo game. With Croc, 
however. Fox presents a defi¬ 
nite alternative. As with the 
Nintendo game. Croc is set 
within a 3D world. Inhabited 
by all manner of cute but 
deadly adversaries. The simi¬ 
larities continue with the 
moves and modes of trans¬ 
port available to the reptilian 
hero. Following mastery of 
the basic running and jump¬ 
ing, our hero - the Croc of the 
title - also possesses a spin¬ 



/?e/ease : September 
Company: Fox 
Price : Tba 
' Players 

Genre: Platform 




ning attack, a bum-bounce 
move, swimming skills, bal¬ 
loons and climbing abilities 
for the player to master. 

SB 

Croc out-cutes Gex in the 
reptile stakes, and in an unin¬ 
tentional dig at Lara Croft 
also sports the latest in 
adventurer fashions: a ruck¬ 
sack. Whereas Lara's was 
there to store weapons and 
compensate for the weight of 
her impressive chest. Croc's 
contains a small bird which 
acts as a link to the game's 
six islands. 

The game's scenario tells 
how these once-peaceful 
islands have been taken over 
by one Baron Dante. Dante, 



in the tradition of his 
Nintendo counterparts, 

Wario and Bowzer, has cast a 
spell over every animal across 
the six islands, turning them 
into vicious mutants. His 
wrath also extended to the 
natives of the islands - the 
Gobbos - who he has impris¬ 
oned throughout the 
scrolling play area. Stepping 
into our scaly hero's shoes, 
the basic Idea is to free as 
many Gobbos as possible and 
locate Dante's base at the 
end of the sixth stage. 

The six islands are broken 
up into over 60 sub-levels 
which, while short, contain a 
wealth of power-ups and col¬ 
lectables. Croc's similarity to 
Mario 64 is even more promi¬ 





nent here, as the pursuit of 
bonus objects and points 
leads our hero into secret 
worlds and rooms laden with 
treasures. Booty to Croc 
takes the form of Crystal 
Maze-style gems, found 
within packaging crates 
punctuating the play area. 
These crates are either lying 
on the ground, or can be seen 
defying gravity above our 
hero's head. This is where the 
beauty of Croc's 3D engine is 
shown to the full. 



As the little handbag-in-wait- 
ing trots around the play 
area, an intelligent camera 
system pans around for the 
best possible view, ordlnari- 








































ly, this is directly behind 
Croc. However, it may switch 
to the side slightly when he 
steps on to a moving plat¬ 
form; or pull back to reveal 
the aforementioned crates 
floating above him. 

Crates are destroyed with a 
double press of the jump but¬ 
ton prompting one of Croc's 
'bum-bounce' moves to 
reveal clusters of six gems 
within. Dante has also used 
the crates to hide several of 
the kidnapped Gobbos, and 
just touching one of the 
stricken creatures is enough 
to warp them to safety. 

While the premise of col¬ 
lecting gems is hardly origi¬ 
nal, it is the general panache 
of Croc which ensures it isn't 
just another Floating Runner 
or Crash Bandicoot. The Mario 
influence works to the 
game's advantage, with the 
developers ensuring the hero 
is equipped for every eventu¬ 


ality. Extra modes of trans¬ 
port are dripped into the 
game effortlessly, all the 
time prompting the player to 
hone their skills and attempt 
new tricks. As the themed 
islands are explored. Croc is 
seen swinging from hand to 
hand, swimming, using bal¬ 
loons to fly, and clambering 
up sheer walls. 

Nothing new, admittedly, 
but each new string to Croc's 
many bows is gently dropped 
into play and is a doddle to 
pick up. 



Croc uses every trick in the 
platforming book, and the 
trek to Dante's lair is fraught 
with danger. Moving and col¬ 
lapsing platforms, switch- 
operated ledges, ice stages, 
and boss creatures swanning 
around the final stage on 
each island. With such an 



impressive cast of enemies 
and hazards, it comes as no 
surprise that Croc starts the 
game with six extra lives in 
tow. However, the aforemen¬ 
tioned gems also act a shield 
between Croc and the after¬ 
life. Although his bum- 
bounce and tail-spinning 
moves are more than ade¬ 
quate cover against the 
mutated animals, the KO'd 
mutants reappear seconds 
after to continue their 
onslaught If their reincarna¬ 
tion catches the player 
unawares, though, and Croc 
comes into contact with a 
mutant, he is temporarily 
stunned and any gems col¬ 
lected are scattered around 
him. While this does nothing 
for the little fellow's gem 
bonus at the end of the 
stage, it does act as an 'extra 
life' since Croc dies if he is 
touched again without the 
protective gems. 



Unless a platform game comes packed to 
the gunnels with hidden rooms and secret 
locations these days, it invariably ends up 
In the file marked 'dated.' With this in 
mind. Croc Is more than suitably equipped 
with both bonus rooms and secret loca¬ 
tions. The former are shown as black doors, 
encrusted with coloured gems. These spe¬ 
cial gems are dotted around each level, and 
hidden away in every conceivable nook and 
cranny. Thus, although the player can opt 
to simply find the level exit, die-hard Croc 
players will want to snap up as many extra 
goodies as possible. The hidden areas, on 
the other hand, are only found when cer¬ 
tain procedures are followed - or if poten¬ 
tially deadly risks are taken... 
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Air Combat 2 

HAS ALL THE 
THRILLS AND 
SPILLS OF 
PILOTING YOUR 
VERY OWN JET^ 
FINDING THE 
ENEMY AND 
SHOOTING THE 
CRAP OUT OF 
THEM. What 
MORE COULD 
YOU WANT IN A 
CAME? 






ot content 
with master- 
ing the fighting 
and driving gen¬ 
res, Namco takes to the skies 
once more with this Air 
Combat follow-up. There are 
now 30 missions as opposed 
to the original's 16 but the 
premise of the game remains 
the same: Fly missions for 
money, then use the money 
to buy planes. This time, 
however, the missions are 
more complex and they get 
progressively tougher 
throughout. What's more, 
Wingmen can now be hired 
to cover your tail in the air. 



With ail this in mind, it's time 
to pull on your flying jacket, 
don your helmet and goggles 
and look a complete prat as 
you check out Air Combat 2. 


STaY 




The missions take place as 
part of a large military cam¬ 
paign following a coup d'e¬ 
tat. As a member of the spe¬ 
cial strikeforce 'Scarface', it's 
up to the player to help van¬ 
quish the enemy and liberate 
the country. Or in other 
words, have lots of fun blow¬ 
ing stuff up and tearing 
through the skies. 

Before setting out on each 


mission there's a briefing 
showing where the targets 
and friendly forces are and 
explaining the objectives. 
These can then be revised at 
leisure before starting the 
mission. To complete each 
mission there are a number of 
primary targets to destroy, 
including installations, such 
as radar sites, and vehicles, 
such as planes, tanks and 
ships. As well as these there 
are also secondary targets 
where destruction isn't nec¬ 
essary to finish a stage, but 
worth extra money and sta¬ 
tus. After the briefing, it's 
time to choose your aircraft 



and decide whether or not 
you want a wingman before 
hitting the clouds. 

Take off Is handled auto¬ 
matically, so all missions 
start with the plane almost at 
the target area, getting 
straight into the action. On¬ 
screen information is taken 
care of thanks to an HUD 
which shows the altitude, air¬ 
speed, and direction. Other 
air and ground objects are 
shown on the radar, which 
switches between short, 
medium and long range 
scans. Targeting is just a mat¬ 
ter of getting In range and 
waiting for the firing tone 






































before firing your missiles. 
This usually works fine for 
static ground targets, but 
with aircraft the shots have 
to be chosen with care, since 
they don't usually sit still 
long enough - damn inconsid¬ 
erate! Some planes dodge 
and loop all over the place, 
and staying on their tail 
means using manoeuvres 
which would make even the 
Red Arrows shudder. Huge 
screaming powerdives fol¬ 
lowed by pull-ups just a few 
feet from the ground or loop- 
the-loops with half-twists are 
some of the more incredible 
moves possible. 

If the missiles run out 
(unlikely, as most planes have 
about 60) a machine gun with 
infinite ammo is available for 
close-up kills. 

Since most targets will be 
destroyed from a great dis¬ 
tance, the main eyecandy 
comes from the scenery. 


There are a lot of different 
terrain types, from arctic to 
desert as well as sea levels, 
and even though they are 
massive areas, the dreaded 
pop-up should be kept to a 
minimum. In fact, for the 
amount of ground detail the 
game moves incredibly quick¬ 
ly. The installations also look 
good, especially the space 
shuttle on the launchpad, the 
oil rig, and the aircraft carri¬ 
ers. Flying through a city at 
night has to be the graphical 
pinnacle of the game and 
squeezing between two 
buildings while flying at a 
high speed is also a great 
thrill, especially if you can 
survive it! 


BETTER 


One of the problems with the 
original Air Combat was its 
brevity. This has been 
addressed by increasing the 
number of planes the player 



can access. If a mission is 
completed, with a large num¬ 
ber of secondary targets 
destroyed, in addition to 
receiving a medal, a new 
plane will be available for 
purchase. The F22 Stealth 
Fighter is the best and can 
make missions a lot easier. 
The 30 missions can't all be 
played in the same game, 
because every few missions a 
choice is offered as to what 


the next operation will be. 
This means the game will 
have to be played through 
quite a few times before ail 
missions have been seen, and 
thus all planes collected. 
With these new additions, it 
looks like Namco has 
addressed the problems 
which plagued the first A/r 
Combat, providing some top 
flying action for armchair 
pilots everywhere. 



After the 

BRIEFING 
CHOOSE THE 
RIGHT JET FOR 
THE MISSION 
AND DECIDING 
WHETHER OR 
NOT TO HAVE A 
WINGMAN. 


irSHOTAllSHOOmEYBUKHOW _ 

Air Combat 2 offers a wide variety of challenging missions for budding pilots. 
Some levels require the plane to be landed on an aircraft carrier. One forces 
the player to stay below 600 feet in order to avoid radar detection. In one 
your radar is jammed so you can't see where the enemy is until they're right 
on top of you. In another, there's a power station which can't be blown up 
until a certain time, and then it's only vulnerable for 90 seconds. Oh yes, and 
you have to fly inside it! There's even a mission where your missiles can't 
target certain enemies, meaning they have to be destroyed with machine 
guns. So, unless you want to end up as a nasty smear on the ground, you'd 
better polish up your flying skills! 


f- — 4^ 

t ^ r Oil M r I IB I f 



1 

\ . 



■ ™ - 1 

1 





1 

- 


[.2 ' 

i . 1 

1 


A ^ 




puaup I - 














































FIRST SI6HT 


I 



If you're 

SCARED OF 
HEIGHTS it's 
BEST NOT TO 
LOOK DOWN. 
The DETAIL OF 
G-Police's 

GRAPHICS IS 
SUCH THAT 
NOT ONLY 
DOES THE CITY 
LOOK INCREDI¬ 
BLE, BUT THE 
SENSATION OF 
HEIGHT IS 
AMAZING. 


^1 


ho'd live in th( 
future, eh? 
According to 
just about every 
science fiction book, film or 
game, it's going to be a bleal< 
overcrowded place filled 
with giant skyscrapers and 
ruled by mysterious and 
shadowy corporations. Not 
exactly the most friendly of 
places to visit. 

But don't worry, because 
in the future according to C- 
Police, there'll be loads of 
cool weapons to play with 
and tons of people to shoot. 
The reason for this is that, 
come the year 2097 big busi¬ 
ness has taken over the run¬ 
ning of society and corpora¬ 
tions have their own private 
law enforcement group 
called, oddly enough, the 
G-Police (G standing for 
Government). These are 
used to keep the peace on 
the companies' territories, 
which in this case is a mining 
colony on Callisto - one of 
Jupiter's moons in case you 
haven't been keeping up with 
The Sky At Night recently. 
People live and work in giant 
domed cities filled with sky¬ 
scrapers and plenty of 
ground and air traffic. 

As G-Cop Jeff Slater 
(made-up name!) the player 
has to pilot a HAVOC gunship 
through the cities, bringing 
law to the lawless. A bit like 
Blue Thunder in the future if 
you will (or even if you 
won't). Except without rotor 
blades. 


^e/ease : November 
Company: Psygnosis 
Price : £44.95 


Players: 1 

GenreliSHOOT'EM UP 
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The HEADS-UP 

DISPLAY GIVES 
THE ROOKIE C- 
COP ALL THE 
INFO THEY 
NEED TO KEEP 
THE CUNSHIP 
IN THE AIR, 

Radar^ 

ALTIMETER 
AND WEAPONS 
READOUTS ARE 
ALL THERE TO 
BE STUDIED. 


Keeping AN 

EYE ON THE 
STREETS IS 
JUSTAS 
IMPORTANTAS 
WATCHING THE 
SKIESj SINCE 
THERE'S PLEN¬ 
TY OF GROUND 
TRAFFIC OUT 
THERE. They 
BLOW UP NICE¬ 
LY TOO. 


The city 

MIGHT LOOK 
DARK AND 
GLOOMY^ BUT 
THIS MAKES IT 
ALL THE MORE 
SPECTACULAR 
WHEN it's 
ILLUMINATED 
BY FIRING OFF 
THE HAVOC 
GUNSHIP'S 
MANY 
WEAPONS. 


weapons system it is. The 
HAVOC is equipped with a 
seriously deadly array of big 
boy's toys capable of turning 
your average criminal master¬ 
mind into toast in a flash. 

One of the most powerful 
weapons is the lOOOkg 
bomb, a devastating air-to- 
ground weapon easily target¬ 
ed thanks to a laser sighting 
device. But if laser sighting 
isn't enough, the viewpoint 
can be changed to a top- 
down view allowing better 
aiming. This is just one of G- 
Po I ice's many camera views 
which meaning there's never 
any excuse for being able to 
see properly. There's the 
obvious in-cockpit and third- 
person views, but the most 
exciting will be used with 
Sony's new analogue joypad. 
While one of the sticks on 
the pad will be used to give 
more subtle movement to the 
gunship, the other will allow 


throughout the game's 35 
missions with industrial, agri¬ 
cultural and wasteland just 
some of the different types. 
The missions themselves are 
of course shoot 'em up 
based, featuring both air-to- 
air and air-to-ground combat, 
and are linked together to 
form a plot created by a pro¬ 
fessional scriptwriter which 
revolves around Slater inves¬ 
tigating his sister's death. 

She was also a HAVOC pilot, 
and died in mysterious cir¬ 
cumstances. As the game 
progresses, so does the plot, 
as well as the availability of 
helpful weapons and the 
complexity (and therefore 
toughness) of the missions. 
Slater also receives more 
allies as the game goes on, 
gaining control of wingmen 
and ground units who talk to 
our hero as the action 
demands it. 

Psygnosis' claim that this 
could be the Christmas num¬ 
ber one doesn't look com¬ 
pletely unfounded, since the 
game is currently looking 
very good indeed and offers 
the all-important factor of 
being able to blow up just 
about everything in sight 
with some astounding 
weaponry and some awe¬ 
some lighting effects. If they 
can make the gameplay 
match the looks (and their 
claims) then come autumn 
there should be some very 
happy wannabe G-Cops 
around indeed. 


GSKBCK _ 

In order to survive in the 
hostile world that Is 
Callisto, the G-Police's 
HAVOC gunships are armed 
with a deadly arsenal of 
weaponry. Here's some 
information on just a few of 
the ballistic beauties you'll 
be able to get your homici¬ 
dal paws on. 

mCHKIHSOMM 

The HAVOC'S standard 
weapon is this 30mm can¬ 
non, which fires 10 shots a 
second and comes with 
Armour Piercing and 
Explosive rounds. In order 
to help with targeting, 
every tenth shot is also a 
tracer round to show exact¬ 
ly where those deadly 
shells are going. 

HYPamomMism 

Hitting the target almost 
instantaneously after being 
fired, this missile will con¬ 
tinue to pass through tar¬ 
gets until it hits something 
tough enough to make it 
stop. 

HNSmiSmUHST 

BISPIBSIOHMISSIUS 

Great for multiple targets 
or just making one enemy 
dead very quickly, the 
Starburst missiles come in 
groups of eight, and are 
fired simultaneously. After 
pausing for a second to lock 
on, the missiles will seek 
out any target/s in the area. 

PlASMAmCHlB 

A powerful energy weapon, 
this gun can be charged up 
to deliver a devastating 
bolt of energy which will do 
serious mega-damage to 
any craft stupid enough to 
be in the way. 


the player to move the pilot's 
head independently of the 
ship, meaning they can look 
In one direction while moving 
in another. And there's cer¬ 
tainly a lot to look at. 


m 

If there's one thing Psygnosis 
knows about, it's creating 3D 
future worlds. WipEout2097 
and Tenka are testament to 
that. C-Police takes things a 
great deal further by creating 
cityscapes hailing from the 
Blade Runner school of town 
planning, with mammoth sky¬ 
scrapers lining the streets 
and plenty of futuristic traf¬ 
fic, both on the ground and 
in the air. Lighting effects 
and details such as rotating 
billboards and flaming chim¬ 
neys add to the sense of the 
game taking place in a proper 
city rather than a dull land¬ 
scape. The domes also vary 




The HAVOC, you see, is a 
'vector thrust gunship'. Just 
imagine a Harrier Jump Jet 
version of a helicopter and 
you won't be far wrong. This 
is the ideal craft for the city 
domes, since it has two dif¬ 
ferent flight modes. The first 
is the standard flying mode, 
but the second holds the 
gunship in mid-air. This 
effectively turns it into 
a floating gun turret, 
since the 
cockpit can 
be pointed 
in any direction 
to allow for easy 
targeting of the 
ship's weapon sys¬ 
tem. And what a 
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This mixing of styles^ togeth¬ 
er with some great-looking 
graphics (Disney do know a 
fair bit about drawing and 
animating characters after 
ail) and sounds make this look 
like Hercules will continue 
the Disney videogame tradi¬ 
tion well. 


The first two levels see 
Hercules training to become 
a hero under the tutelage of 
Philocetes. This involves 
dodging traps and rescuing 
damsels in distress in order 
to please his teacher. 


Hercules 

DEFINITELY 
SHOWS ITS 
Disney ROOTS 
WITH ITS 
WELL-DRAWN 
BACKGROUNDS 
AND SUPERBLY 
ANIMATED 
CHARACTERS. 


WO years into 
the time tun¬ 
nel that is the 
PlayStation and 
we've got a busty female 
heroine in Tomb Raider, head- 
munching zombies in 
Resident Evil and murderous 
martial artists in Tekken. Are 
we satisfied? No, because 
there's hardly any games 
based on a Disney cartoon. 
Common they may have been 
on the 16bit machines 
(remember A/ac/d/n and The 
Lion King!) but the mouse has 
barely had a sniff around the 
Sony skirting board. 

This is all set to change with 
the PlayStation game of 
Disney's 35th animated fea¬ 
ture, Hercules. 

A character in Greek 
mythology, Hercules was the 
mortal son of Zeus, the king 
of the Gods and had superhu¬ 
man strength. 

In the film, 
he's been 
stripped of 
his 


Godhood by Hades, the lord 
of the underworld, and must 
battle with him as well as a 
host of other monsters in 
order to defeat the villain 
and rescue his true love Meg. 

The game looks to have a 
lot of depth in terms of 
graphics and gameplay since 
levels come in two different 
styles. Some use the side¬ 
scrolling platformer style of 
Disney game tradition, with 
Hercules wandering in and 
out of the screen, while 
others see him walking 
into the action in a 
Bandicoot-sty\e. 


Release '. October 
Company: Scee 
Price : Tba 

Genre: Platform 


Hercules has loads of differ¬ 
ent moves to help him out as 
he moves through the levels. 
As well as the usual running 
and jumping he can grab hold 
of hooks and swing on them 
in order to reach hidden areas 
and platforms. Our hero can 
also use his great strength to 
help his progress through the 
levels. Firstly by smashing 
objects in his path with a 
power punch, and also to do a 
powerful ground-slam in 
order to breakthrough plat¬ 
forms. He can get hold of a 
sword for damage duties, and 
it can be upgraded with 














































power-ups from the Gods, 
such as lightning from Zeus, 
and fire from Hephaestus 
(who he?). The God Hermes 
can also quicken his pace by 
giving him his magical san¬ 
dals of swiftness. 

The levels themselves 
make great use of light¬ 
sourcing and 3D, with 
Hercules able to move in and 
out of the landscape along 
with the other characters he 
faces on the side-scrolling 
levels. These form the meat 
of the game as Hercules 
takes on huge bosses based 
on mythlogical creatures 
such as centaurs, a Cyclops 
and of course the many¬ 
headed Hydra, before mak¬ 
ing his way to the under¬ 
world to battle with Hades 
and rescue Meg. Variety is 
added to the game with the 
inclusion of the new3D-style 
levels and a section where 
Hercules takes to the air on 




his flying horse Pegasus. 
Longevity has apparently also 
been assured since levels are 
filled with secret areas. Even 
after the game has been fin¬ 
ished, a percentage score will 
tell how much of the game 
has been explored and how 
much is left to find. 





A lot of work has gone into 
the game in order to make it 
as worthy a film adaptation 
as possible. To this end, 
cutscenes between levels will 
be clips from the film itself, 
with a new technique being 
used to make quality even 
better. Meanwhile, the in¬ 
game graphics use over 
10,000 frames of hand-drawn 
animation to give it that dis¬ 
tinctive Disney 'look'. The 
sound has also had as much 
effort put into it and uses a 
system similar to Q-sound 




Hercules' 

GRAPHICS GIVE 
AN ADDED 
SENSE OF 
DEPTH TO THE 
SIDE- 

SCROLLING 

LEVELS 

{right), and 

OBVIOUSLY TO 
THE 3D LEVELS 
(SEE DESIGN 
MODELS ON 
THE RIGHT). 




(which is a 3D sound system 
that can make sound effects 
appear to be coming from all 
directions). Voices from the 
film by actors like James 
Woods and Danny DeVito 
have been included as well as 
some dialogue especially for 
the game. In addition, sound 
effects and music have been 
taken from its celluloid coun¬ 
terpart. With all this work 
behind it, and a proposed 
release simultaneous to the 
movie, Hercules should pro¬ 
vide a superb videogame ver¬ 
sion of Disney's epic. Let's 
just hope it's good then. 



urs EMBrnm miL. 

So you think Disney's Hercules is the first 
big screen treatment of this mythological 
hero? Think again. For back in 1970 none 
other than Arnold Schwarzenegger played 
the overly-muscled son of Zeus in his first 
film, Hercules in New York. Billed under the 
stage name of Arnold Strong (we kid you 
not), Arnie gets struck down from Olympus 
by his dad and spends the movie running 
about the Apple that is Big causing much 
mayhem in the "comedy". Sadly, it doesn't 
feature any great lines like "Get your ass to 
Olympus" or "**** you Poseidon". 

But maybe he'll knock that Terminator 3 
idea on the head and do a sequel. Well, you 
never know... 
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Quite HOW A 
DIFFERENT 
PROPELLER 
CAN IMPROVE 
A BOAT'S PER¬ 
FORMANCE IS 
BEYOND US^ 
BUT THERE ARE 
FIVE AVAILABLE 
TO STICK ON 
THE BACK OF 
THE BOAT. 









ill this 

avalanche of 
racing games 
never end? Racers, 
along with fighting games, 
form the majority of popular 
titles on the PlayStation, 
with gamers as hungry for 
new spins on the genre as 
developers are for dreaming 
them up. Racing on water 
seems to be the latest one, 
with games such as Jet Rider 
on the PlayStation (and Wave 
Race on the Nintendo] show¬ 
ing the worst and best of 
what can be done. Sony's 
internally developed Rapid 
Racer looks like it could be 
one of the best, not only as a 
water-based game, but as a 
racing game full stop. This is 
because this particular title 
has some amazingly detailed 
graphics, some great twisty- 
turny courses and a wide 
range of tracks. The result is 
a game being dubbed by 
some industry types as 
'WipEout on water'. 


^e/ease : October 
Company : Scee 
Pnce: Tba 
Players: 1-5 
Genre: Racing 



Pitting the lone player 
against seven other power¬ 
boat racers. Rapid Racer takes 
place on 18 tracks over six 
different courses. The cours¬ 
es themselves differ in style 
significantly, from the white 
and icy Alaska track to a red- 
hot lava course. Views come 
in the two basic flavours of 
first and third-person per¬ 
spectives, the former being 
for the real white-knuckle 
riders who like to feel like 
they're sitting right on the 


front of the boat. This may 
result In severe sea sickness 
for those with extremely 
weak stomachs though, so be 
warned. The rest of us will 
be sticking with third-person 
mode, no doubt. 

Graphically the game is 
shaping up to be an incredi¬ 
ble looker, testing the limits 
of the machine. The whole 
caboodle runs in the 
PlayStation's super-duper hi- 
resolution mode, which has 
previously been avoided by 
developers and is only now 
getting a decent look-in. The 


recent Tobal 2 was one of the 
first games to show off the 
mode to any sort of decent 
extent, and Rapid Racer \s set 
to continue this (er, short) 
tradition with some of the 
sharpest graphics you are 
likely to see this year. 

The water effects are 
incredible to look at, and 
waves - as well as the wake 
of the other boats - will 
affect the handling of your 
craft if you get caught in it. 
The water also sprays up as 
the racers travel and turn 
through it. 











































If you could 

DO WITH SOME 
MORE THRUST 
(AND LET'S 
FACE IT^ WHO 

couldn't) 
THEN Rapid 
Racer offers 

FIVE DIFFERENT 
ENGINES TO 
GIVE YOUR 
BOAT SOME 
REAL POIVER. 


As well as looking good. 
Rapid Racer is also a bit of a 
mover. With the PAL ver¬ 
sion's graphics moving at a 
super-smooth 50 frames per 
second (even though the 
NTSC version moves at 60 
fps, but let's not be greedy) 
the speed and fluidity of the 
game Is never in question. 
Depth is also added with the 
inclusion of tracks which are 
played in both day and night 
modes, and raced backwards 
in a Ridge Racer-style mirror 
mode. There are also 10 
boats to choose from which 
can be upgraded as the game 
goes on. 

Engines, propellers and 
foils come in five different 
grades giving extra power 
and manouverability to the 
souped-up boat. Crucially, 
two-player action is also well 
taken care of with a split¬ 
screen mode which 
can be done verti¬ 
cally or horizontal¬ 
ly according to 
taste. And to keep 
better players from 
constantly beating 
novices, there's a 
catch-up feature which 
gives the second 
place racer a much- 
needed speed boost 
to keep them in the 
game. Up to five - yes, 
five - players can also 
compete against each 
other in a league tourna¬ 
ment, so even though only 
two can play simultaneously, 
you can still compete against 
a group of people. 


Sony is continuing to try and 
give European gamers as 
much quality as possible with 
Rapid Racer and not only in 
terms of keeping the in-game 
speed up. Music is becoming 
more and more important in 
racing games, with a 
stonking 
good 
sound¬ 
track hav¬ 
ing almost 
as much 
importance 
as the graph¬ 
ics. This was 
first proved in 
the WipEout 
games, and Rapid 
Racer has followed 
suit by getting dance 
band Apollo 440 to pro¬ 
vide the tunes which are 
exclusive to the game. Rapid 
Racer is also another of the 
growing number of 
games to support 
Sony's new ana¬ 
logue joypad, but 

it will make 
use of the 'rumble' 
is yet to be 
confirmed, 
all these 
itions, it 
oks like the only 
thing that isn't 
known to be 
superb Is the gameplay. 
hat aside, this still looks 
like being an incredible pack¬ 
age, but whether the 
"WipEout on water" claim 
will be justified when the 
game comes out is another 
matter entirely... 


mmnmmms mu you... 

18 courses Is more than enough for most people, but for 
the over-demanding gamer (and let's face it, that's most 
of us) Rapid Racer offers a mode which will give the best 
of the best plenty to do once the game is completed. By 
beating the game the Fractal mode is activated which ran¬ 
domly generates tracks so that over 256,000 courses can 
be played on (why the exact number isn't known is any¬ 
body's guess maybe someone at Sony lost count). And by 
the time you've played all 256,018 tracks, either there'll 
be a sequel, or you'll be too old to hold a joypad. 
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Mixing 


It's not often words like fast 
and furious are used to 
describe a strategy game, 
but then Conquest Earth is 
trying to break moulds. With 
its own game engine, 
redrawn sprites and a bias 
towards the arcade, only cut 
sequences and sound have 
been ported over from the 
PC. When Data Design start¬ 
ed on a PlayStation ver¬ 
sion the idea was to cre¬ 
ate a totally hectic 
game which offered 
complete control over 
weaponry and sol¬ 
diers, and threw in big 
explosions and effects. 
Remember Cannon 
Fodder? These boys 
certainly do. 

Apparently the 
storyline is based 
on fact and theo¬ 
ry knocking about 
today, but judge 
for yourself. In 
June of this year 
Galileo, the NASA 
space probe, 
ended its mis¬ 
sion by plung- 


specific version of Conquest 
Earth that plays much more 
like an arcade game. 


Choose TO 
FIGHT AS 
HUMANS OR 
ALIENS IN AN 
ALL-OUT BAT¬ 
TLE FOR PLAN¬ 
ET EARTH. 
Each SIDE HAS 
THEIR OWN 
ABILITIES 
ENCOURAGING 
DIFFERENT 
STYLES OF 
PLAY. 




hile Command 
and Conquer 
won the hearts 
and minds of most 


strategists, some gamers 
were undoubtedly turned 
by its approach, which 
seemed more geared 
towards a PC market than 
a console audience. 
Conquest Earthy recently 
shown exclusively to 
PlayStation Plus at Data 
Design studios, aims to 
bridge the gap between 
shooting and thinking 
with a PlayStation- 


off 


to 


ing into the gaseous atmos¬ 
phere of Jupiter. Scientists 
on Earth planned to analyse 
the mass of technical data 
collected moments before 
the machine was vapourised. 

However, boffins on our 
planet were not the only 
ones tracking the probe. Gas- 
based inhabitants of Jupiter 
were shocked to detect this 
bizarre, hard, alien object 
heading towards the centre 
of their home world. Where 
it had come from was a mys¬ 
tery. Data suggested SOL3, 
the uninhabitable solid plan¬ 
et with a highly poisonous 
Oxygen atmosphere. 

Further study revealed 
either SOL3, or Earth, was 
indeed the source of this 
craft and was populated by a 
race of aggressive and war¬ 
like solids. These beings had 
already squandered their 
own planet's natural 
resources and it was decided 



they must be looking to plun¬ 
der Jupiter's rich hydrogen 
reserves. A meeting of Elders 
took what became known as 
the 'Genocide Vote". Earth 
must have its population 
annihilated and the planet's 
environment converted to 
sulphur for colonisation. 



Effectively Conquest Earth 
will be two games bundled 
into one package. 

Players will be given the 
opportunity to wage war as 
humans or aliens, but where¬ 
as many other strategy games 
simply reverse plots, this 
game contains two distinct 
sets of 30 missions and two 
very different styles of play. 
Pick humans for a desperate 
struggle, with no natural 
resources to rely on, but lots 
of weapons already available. 
Helicopters, tanks, jeeps, 
missile silos, combat satel- 



































lites, and more besides are 
there to use. 

Take up with aliens for a 
much sneakier approach, with 
less weapons, but the chance 
to mine materials and use lots 
of special abilities. Big green 
men can turn invisible or if 
they get together in a group 
they're able to morph into 
weird vehicles. Individually 
they can also transform into 
trees, rocks, tanks or even 
humans. Very underhand. 
Graphically human and alien 
cultures have been made to 
look worlds apart too. 
Earthling structures and 
machinery look modern but 
not over the top. Alien equip¬ 
ment appears to have been 
grown in vats and is pretty 
darn ugly. 

With non-stop action, 
requiring fast thinking; com¬ 
plete control over every char¬ 
acter and vehicle; live action 
cut sequences; huge explo¬ 
sions that rock the screen; 
simple controls; a windows 
system to keep track of your 
units, and the ability to 
quickly zoom in and out of 
the action. Conquest Earth 
intends to rewrite the con¬ 
cepts behind strategy games. 
"This is no clone". Data 
Design Projects Manager 


Conquest 

EARTH COM¬ 
BINES ARCADE 
THRILLS WITH 
THE DEPTH OF 
A STRATEGY 
CAME. 
iMACINEA 
CROSS 
BETWEEN 

Cannon 
Fodder AyvD 
Command 

AND 

Conquer. 


(Bellow 
Right 1 -4 ) 
Horrible 

LIVE-ACTION 
SPECIAL 
EFFECTS ARE 
LIBERALLY 
SPRINKLED 
THROUGHOUT 
THE CAME. 

Even when 

THESE ITEMS 
ARE SEEN SAT 
LIFELESS ON A 
DESK IN THE 
STUDIO THEY 
STILL LOOK 
DISGUSTING. 


Eamonn Barr explains. 'We 
started work on this project 
way before C&C came out 
and we knew the style we 
wanted. Conquest Earth mixes 
up genres to get fast, fluid 
and exciting gameplay. 
Strategy players will be able 


come 
to 

with 
players 

and see who comes 
Dut on top." 

According to the develop¬ 
ers Conquest Earth relies on 
the most advanced Al system 
ever used in a game. Code has 
been derived from an 
advanced Neural Network 
technology, which is a term 
usually bandied about by 
people wearing lab suits and 
is connected with machines 
that learn. Basically this 


should mean the game actu¬ 
ally tries out new strategies 
and reacts to player actions. 
For example the Al might 
decide to lay ambushes, 
probe for weak spots, or cre¬ 
ate diversionary attacks to 
lure away key defences. 

All this sounds as if Data 
Design might have built 
themselves up a massive pro¬ 
ject full of problems to be 
overcome. What was the 
motivation for taking all this 
on? 'We wanted to set a 
milestone just for the sake of 
it". Fair enough! 


At Data Design's West Midland studios one floor has been 
set aside for filming special effects. An office at the bacf^k is 
stuffed full of heads with half the skull revealed, animatronic 
arms, gallon bottles of blood and tubs of slime. Medical pho¬ 
tographs of innards hang on the walls. The artist who works 
there was poached from a local hospital where he was build¬ 
ing prosthetic limbs. Now he spends his time creating the 
live-action cut sequences for Conquest Earth that should 
make it stand out from the crowd. 
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Actua 



t is foretold. 
Sooner or 
later a football 
game that lives up 
to its promises will arrive. 
Granted there's been one 
good effort recently in the 
form of Konami's 155 Pro 
which moved the genre on a 
few paces, but still some 
playability managed to get 
lost between preview and 
review stages. Perhaps the 
ambitious Actua 5occer2 pro¬ 
ject from Gremlin will pro¬ 
duce the kickabout we know 
the PlayStation is capable of. 


(Below) 

Weather 

CONDITIONS 
SUCH AS MIST 
ARE BEING 
ADDED TO 

Actua 
Soccer 2. 



Before work began on a 
sequel, programmers sat 
down with the original Actua 
Soccer code and ruthlessly 
probed for weak spots. Many 
hours were spent playing 
other football games like 
Sensible Soccer, Kick Off, and 
ISS Pro, as well as arcaders 
Euro '96 and Virtue Striker. It 
was decided that where 
Actua Soccer feW down was on 
over-emphasis of simulation. 
Virtually every facet of foot¬ 
ball had been calculated, 
resulting in a slower game 
that stuttered along. For 
instance, when a forward met 
a cross with his head the 
engine would work out the 
point of contact exactly to 


^e/ease: October 
Company : Gremlin 
Pr/ce : £44.95 
players 

Genre: Sports Sim 




determine the direction and 
strength of header. 

As a result Actc/a Soccer 2 
will be much faster moving, 
with natural and unfussy 
gameplay. Since motion-cap¬ 
tures can make graphics jerky 
as characters move from one 
set sequence to another, this 
time around there will be less 
emphasis on motion-captur¬ 
ing every possible move as 
Gremlin instead aims for 
instant and fluid action. 

That's not to say the tech¬ 
nique's been binned alto¬ 
gether. It's still being used 
and players already look real¬ 
istic even from a distant cam¬ 
era position. Most of the 
original captures will be 
there, but there's a new set 





for certain player movements 
and another 70 or so for new 
special moves, reactions to 
decisions and some for refer¬ 
ees themselves. 

Taking up from where 
Actua Soccer Club Edition left 
off, Actua Soccer 2 will have a 
huge number of teams to 
mess about with. All Premier 
sides, hopefully with correct¬ 
ly named and up to date play¬ 
ers, will obviously be includ¬ 
ed, but then programmers 
are also adding every 
Nationwide Division club. 
There'll also be divisions 
from several countries 
around the world to allow 
players to test international 
styles of play. 

Usefully, an option will 


allow all stats to be 
equalised, turning games 
into pure demonstrations of 
skill. At last Manchester City 
will be able to take on 
Manchester United on an 
even footing. 



YOUHBSIiH 




Beside being able to play 
your favourite side, no mat¬ 
ter where they happen to fes¬ 
ter in the professional divi¬ 
sions, Actua Soccer 2 will also 
allow players to use one of 27 
stadiums which have been 
painstakingly designed. 

Taken from lots of photos 
each is said to be detailed, 
realistic and recognisable. 
Matches can be played at 
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Actua 
Soccer AiVD 
Actua 

Soccer 2 are 

WORLDS APART 
IN TERMS OF 
GRAPHICS AND 
PLAYABILITY. 


Like many games in development stage Actua Soccer 2 currently uses a total¬ 
ly free roaming camera, which allows play to be viewed at any angle from 
within the parameters of the game. However, when the finished product 
hits shelves this autumn there will be four or five preset angles to choose 
from, including an overhead {Sensible Soccer) view. Although free cams 
might be initially a touch tricky to set up, it's a pity most games don't leave 
this option in to allow the public to choose for themselves which Is the per¬ 
fect viewing angle. 


(Left) 

Position 

RADAR NOW 
SPINS AROUND 
AS CAMERA 
DIRECTIONS 
CHANCE. This 
SOUNDS ODD 
BUTACTUALLY 
THE SYSTEM 
WORKS VERY 
WELL. 


these grounds during day 
times or evenings, with 
floodlights throwing shad¬ 
ows, and snowy, foggy, rainy 
or windy conditions making 
the player's life hell. These 
settings can be toggled on or 
off In arcade mode and in 
simulation mode weather 
effects will come into play at 
the correct times of the sea¬ 
son. Several difficulty levels 
will also be catered for, from 
professional down to pub 
league competence. On easi¬ 
est players will never lose 
control and can also turn to 
face goal and get shots in the 
right general direction when 
trying to score. 

Gremlin's programmers are 
paying attention to detail 
with touches such as fully 
working video screens, skid¬ 
marks on pitches which 
remain for the length of a 
match, players who pull their 
socks up or make a fuss when 
booked, statistics that pop 
up while waiting for the ball 
to be repositioned, and net¬ 
ting that bellows out realisti¬ 
cally when a goal is scored. 


Making purely cosmetic 
alterations to the original 
wouldn't have allowed 
Gremlin to fulfil its designs 
for Actua Soccer 2, though. A 
totally new engine had to be 
developed. Now, twice as 
many polygons can be dis¬ 
played, which in the worse 
case means 3,000 on screen 
at once. Normal frame rate is 
between 28 and 30 per sec¬ 
ond on both NTSC and PAL 
machines, or if an overhead 
view is being used between 
45 and 50 frames shoot past 
every second. 

When PlayStation Plus vis¬ 
ited Gremlin's Sheffield stu¬ 
dios recently chips, first time 
touches and volleys, a selec¬ 
tion of passes, including the 
old one-two, and long balls 
which bounce ahead of play¬ 
ers had all been programmed 
and Actua Soccer was looking 
a pretty tasty prospect. 
Through-balls are also likely 
to make an appearance, as 
will loads of special moves 
which remain undecided so - 
as D:Ream would say - things 
can only get better... 


FIRST SIGHT 


























RUNABOUT 
OFFERS LOADS 
OF OPPORTU¬ 
NITIES FOR 
NEEDLESS 
CRASHES AND 
EXPLOSIONS, 

Here we've 

DELIBERATELY 
SUNK A BMW 
IN A SWIM¬ 
MING POOL 
FOR YOUR 
VIEWING PLEA¬ 
SURE. 




BBTAHYSURfCBASTm? 

The people responsible 
for Runabout's totally 
cool soundtrack are The 
Surf Coasters ('Japan's 
most popular instru¬ 
mental combo!" - it says 
here) who do a surf gui¬ 
tar thing which sounds 
like the Pulp Fiction 
soundtrack meets 
Goldie fora kind of 
drum 'n' bass surf jam¬ 
boree. Can't wait. 


f we had a 
quid for every 
driving game 
we see we'd have, 
ooh, about a thousand quid 
by now. 

And let's be honest here, 
there are only one or two 
that really step forward, look 
you square in the eye and 
demand, 'play 
me.' Too few, con¬ 
sidering the 
amount around. 
Good news 
though, because if 
Runabout turns out 
to be all it's 
cracked up to be 
it's going to be 
one of the few 
you'll really want 
to own. 

Take bits of 
Destruction Derby, 
throw in a dollop 
or two of Twisted Metal World 
Tour, add a stonking cool 
soundtrack, a bit of wry 
humour and you've got the 
basic ingredients for the 
Runabout recipe. 

It's got a storyline of sorts, 
but that's not important. The 
main thing is this game looks 
like fun. The player must 
guide their vehicle - initially 



Release : Import 
Company: Yanoman 
Price :\mporj 
Players : 1 
Genre : Racing 



Runabout 


a selection including a Vespa 
scooter and a Mini - through 
areas (Downtown, Seaside 
and Metro City to be pre¬ 
cise), complete tasks and get 
the hell to the end of the 
course before time runs out. 
So, it's basically a race 
against time. But there's also 
stacks of other hazards to 
negotiate: Pedestrians to 
torment, barriers to bash 
through, bridges to jump, 
that sort of thing - and vehi¬ 
cles can get seriously knack¬ 
ered. Not only that but 
there's also tons of things to 
explore on each course, so 
the chances are players will 
spend a fair bit of time get¬ 
ting used to the environment 
and discovering its many 
secrets before taking up the 
time challenge. 

Once the course has been 
completed the game gives 
out little pressies which 
include other vehicles rang¬ 
ing from remote controlled 
buggies to police cars and 
even a bus - all the better for 
crashing through shopping 
centres with. 

There's fun by the bucket¬ 
load to be had here and if 
Runabout plays anywhere 
near as good as it sounds, 
well, let's just say it could be 
a birrova classic. 
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RAYiMA 

JUST TURN 

PIATINU 


There’s never been a platform game like it. When Rayman came out in 1995, it scored more 
than 90% from all the main magazines and raced to the top of the charts. Now Rayman’s 
back on the PlayStation in a new budget priced Platinum version. Miss it and turn green. 
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Is IT A CAR¬ 
TOON OR IS IT 
A CAME? 

Neither REAL¬ 
LY^ IT'S Lucky 
Luke^ based 
ON A French 
CARTOON 
STRIP AND 
COMING TO A 

PlayStation 

NEAR YOU 
VERY SOON 
INDEED. 




Ham 

Lucky Luke is the most 
ambitious cartoon game 
yet^ and is packed with 
visual trickery. Night 
gradually turns to day, 
casting shadows across 
the play area, and the 
artificial intelligence 
governing the other 
characters kicks in, as 
they go about their 
business - ie. going to 
bed or to the saloon! 



e're not big 
on European 
cartoon heroes 
over here, really. 
Asterix and Tintin are pretty 
much the only two strips to 
have had any real impact in 
Blighty, but Ocean is confi¬ 
dent a third name will be 
added to this very short list: 
Lucky Luke. Created by one 
of the original Asterix team. 
Lucky Luke is a cowboy whose 
misadventures have been 
ported to the PlayStation in 
the shape of a 3D 
arcade/adventure. As of yet, 
the scenario has yet to be 
formalised, but the game is 
roughly 50% com¬ 
plete and already 
looking very 
impressive indeed. 
In order to convey 
the cartoon feel of 
the original, Luke 
and the assorted 
Wild West charac¬ 
ters he meets on 
his travels all 
stand at least half 
a screen high, and 
are incredibly well 
animated. The 
backdrops are of a 
similarly high standard, and 
as Luke wanders from the 
dusty desert and moseys into 
town, panning cameras fol¬ 
low his every move. All the 
characters and backdrops 
benefit from Gouraud shad¬ 
ing, and are 3D models which 
can be viewed from any 
angle. While the main core of 
the game involves explo- 


Release: November 
Company: Ocean 
Price iTbA 
players : 1 
Genre: Adventure 



ration and puzzle-solving, 
adrenalin junkies can pit 
themselves against a number 
of arcade interludes which 
the game throws up every 
now and then. 

Lucky Luke is the first fruit 
of Ocean's recent partner¬ 
ship with French giants, 
Infogrames. The French team 
has experimented with car¬ 
toon characters before, with 
both Asterix and Tintin 





games for the Amiga 
and Super NES. Lucky 
Luke, however, is their 
most ambitious game 
yet. Every aspect of the game 
can be interacted with, and 
as Luke talks to characters 
and trades objects, we are 
promised a non-linear plot 
which changes depending on 
the outcome 
of certain in¬ 
game situations. 
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FIRST SIGHT 


I 



Crime Killer 


t usually takes 
afairsprin- 
kling of imagi- 
nation to get really 
excited about games in early 
stages of development. 
Unfinished graphics and only 
a hint of what could be con¬ 
sidered gameplay can often 
mask a top-notch game in the 
making. Not so with Crime 
Killer. Although unlikely to 
hit shelves until January, 
Interplay's newshooting- 
come-racing game already 
looks a riot. 

Set oh-so-surprisingly in a 
distant future. Crime Killer 
casts the player as a cop 
patrolling a Blade Runner- 
style city. Gangs of organised 
criminals are running amok 
and it's this policeman's job 


to contain the situation 
through a series of vehicle- 
based missions. Three modes 
of killer transport - all 
bristling with firepower - will 
be available; a motorcycle, a 
patrol car and a wing (air¬ 
craft). Each handles in com¬ 
pletely different ways, with 
individual strengths, weak¬ 
nesses and separate sets of 
deadly weapons. 

Real-time 3D environments 


With 

POLICE 
PLANES^ BIKES 
AND CARS AT 
YOUR DISPOS¬ 
AL TACKLE AN 
ORGANISED 
CRIME WAVE. 




Release : January 
Company : Interplay 
Price : £44.95 
Players: 1 
Genre: Racing 



are designed to represent 
sectors of a city with urban 
characteristics such as indus¬ 
trial wastelands and ghettos. 
Roads are therefore set 
across all kinds of terrain 
which often require trick and 
stunt driving. Chases are 
made to feel more realistic 
thanks to an in-car camera 
that tilts and jolts as vehicles 
pull Gs, crunch into objects 
or get hit by huge explosions. 
Why, it even boasts natural 
disasters like earth¬ 
quakes and volca¬ 
noes to make pro¬ 
ceedings even 
more tense. 

Gameplay will 
mix aspects of 


shooting and racing genres 
thanks to the addition of a 
rival cop who takes up the 
same missions and doesn't 
intend to let anyone stand in 
the way of his promotion. 
While hunting down crimi¬ 
nals it will be essential to 
watch your back for this col¬ 
league, and as even civilians 
are armed there should be no 
time to relax. 

Running at 60 frames per 
second for NTSC and 50 for 
PAL, Crime Killer 
already notice¬ 
ably very fast 
and smooth, 
vehicle 
ing espe¬ 
cially pleasing. 


It's early 

DAYS STILL FOR 

Crime Killer 

BUT THE CAME 
IS ALREADY 
VERY FAST AND 
VEHICLES HAN¬ 
DLE SWEETLY. 

Watch out 

FOR FULL 
UPDATES 
SHORTLY. 


































SONY 



COMPUTER 

ENTERTAINMENT 






PlayStation 


DO NOT 

UNDERESTIMATE 
THE POWER 












































FIRST SIGHT 




ackinthedim 
and distant 
mists time 
before the top 
cop-killing likes of Time Crisis 
and Virtue Cop there was 
Lethal Enforcers. Konami's first 
person shoot 'em up may have 
had the most rubbish gun ever 
mounted on its coin-op cabi¬ 
net, but it was still a classic of 
sorts and guess what? That 
old coin-op classic is about to 
make its debut appearance on 
the PlayStation. 

Yup, Lethal Enforcers aims 
to give the player all the 
thrills of offing every perp in 
eyeshot without any of the 
obvious drawbacks - like 
death. What's more, since the 
PlayStation release combines 
Lethal Enforcers I and II the 
slaughter and destruction can 
either take place in a kind of 
contemporary setting (in the 
first game) or in a Wild West 
environment (for the second). 


Release : TBA 


Company : Konami 


Price : £TBA 


Players : 1 

Genre : Shoot'em UP 


The Lethal 
Enforcers 

WORLD IS 
EITHER THE 
WILD WEST OR 
A BRUTAL AND 
CRIME- 
PLAGUED 
URBAN LAND¬ 
SCAPE. 


through six stages, encoun¬ 
tering the likes of armoured 
cars, hijacked airplanes and 
flaming covered wagons 
along the way. The 
PlayStation version also 
boasts difficulty settings and 
an option to turn blood on or 
off for the faint of heart. 


Konami reckon the game's 
an exact conversion of the 
coin-op. This time though, 
you don't have to put up with 
the crappy gun since it's 
going to be compatible with 
all lightguns currently avail¬ 
able. The rest stays the same. 
Players must battle their way 




Each came 

HAS TONS OF 
BOSSES TO 
BEAT^ INCLUD¬ 
ING ONE WHO 
FIRES OFF CAN¬ 
NONBALLS. 

The NERVE OF 
THE FELLOW. 


n 




Drive ALONG 
TUNNELS AND 
ROADS AND 
SHOOT LOTS 
OF BADDIES. 


tion of sprites and trans¬ 
parencies and spectacular 
opening and closing cinemat¬ 
ic sequences. See how it 
compares with Tunnel B1 in 
next month’s review. 


Hard Boiled 

IS BASED ON A 
GRAPHIC 
NOVEL BY 

Frank 

MilleRj who 

WROTE 
ROBOCOP 2. 

Strangely 

ENOUGH THE 
COMICBOOK 
DID NOT 
INCLUDE ANY 
FLYING CARS. 


Hard Boiled 


n the near 
future taxmen 
will be replaced 
by killer androids 
who wipe out misbehaving 
members of the public, then 
go home and relax with their 
killer android wives. As if Her 
Majesty's servants weren't 
scary enough already! This 
strange vision is presented by 
Hard Boiled, a part-shooting, 
part-driving game from 
Electronic Arts which has kept 
pretty quiet up until now. 

Set in a Blade Runneresque 
world, the player must use a 
deadly flying car to take on 
the director of a home appli¬ 
ances conglomerate. 
Movement through the 3D 
world is perpetual, although 
it is possible to use short 
bursts of extra speed. Over 
five missions the idea is to 


Release: August 
Company: Electronic Arts 
P/7ce : £44.99 7 

Players : 1 

Genre : Shoot'em up 


eliminate trucks, bulldozers, 
cranes, helicopters, robots 
and a couple of strange boss¬ 
es. Tracks include several 
branches, some will be short 
cuts packed with enemies, 
others will contain more 
power ups, which should 
lend a little more variety to 
the gameplay. 

Hard Boiled claims to have 
awesome special and avionic 
FX with zooms and real-time 
rotations, an extensive selec- 




















































race simultaneously either 
using a multi-tap or a system 
of pad-sharing, which will no 
doubt lead to the odd gentle¬ 
manly disagreement. Bags of 
levels have been included, set 
across diverse terrains such 
as the jungle, Atlantis, the 
Wild West and a world of 
nightmares. Although viewed 
from above graphics have 
been created entirely 


using polygons and when the 
product was shown to 
PlayStation Plus 3D environ¬ 
ments seemed solid, quirky 
and very colourful. An intelli¬ 
gent camera pans in and out 
of the action and changes 
angles for maximum visibili¬ 
ty, but this also helps to 
show off the 3D worlds and 
further enhances the feeling 
of depth. 


Motor Mash 


op-down rac- 
ing will soon 
be taken a 
cartoon dimension 
thanks to a Wacky Races 
inspired game from 
Eutechnyx called Motor 
Mash. Although the company 
is quite keen to play down 
references to other titles, 
this game looks and plays like 
a Hanna-Barbera version of 
Micro Machines V3, which is 
no bad thing. 

Offerings such as these are 
best enjoyed In the company 
of mates, and Motor Mash 
allows up to four players to 


Motor Mash 

IS PROBABLY 
BEST 
DESCRIBED AS 

Wacky Races 
MEETS Micro 
Machines. 


^e/ease : September 
Company: Ocean 
Price : £44.99 
Players : 1 -4 
Cenre : Racing 


COLOURFULj 
COMICAL 
GRAPHICS ARE 
MIXED UP 
WITH HECTIC 
RACING IN 

Motor 
Mash. In-car 

WEAPONSj 
SUCH ASA 
SHRINK RAY 
ARE ESPECIAL¬ 
LY SILLY, 




Power Boat Racing 


sing a complex 
physics engine 
to simulate real¬ 
istic water effects. 
Power Boat Racing should 
provide an experience to 
leave players reaching for the 
sick bag. Massive jumps, 
unexpected obstacles and 
rivers that get rougher than 
the average theme park ride 
are just some of the features 
developer East Point 
Software is Including. 

A total of nine tracks (each 
with its own theme and char¬ 
acter) are being designed. At 
Monaco, for example, pilot¬ 
ing your craft across the bay 
it's possible to spot Formula 
1 cars racing around the road 
track. On the banks of the 
New York circuit a high speed 
police chase is underway and 
after several laps the patrol- 


/?e/ease : November 
Company : Interplay 
Price : £44.95 
Players: 1-2 
Genre : Racing 


man loses control of his car 
and crashes it Into the water 
where it 
becomes an 
obstacle. 

Wake and 
wash dynam¬ 
ics that 


throw boats Into the air, 
weather effects such as 
dense fog, secret routes and 
courses and separate classes 
of boats travelling at speeds 
of up to 200 mph complete 
the picture. At this stage of 
development the most 
impressive feature seems to 
be interaction between craft 
and water. Bobbing up and 
down on waves feels very 
realistic, and boats even dip 
below the surface after 

heavy landings, reveal¬ 
ing a view of 
objects on the 
river bed. 


Power Boat 
Racing could 

BE ONE OF THE 
FIRST 

PlayStation 

GAMES TO BE 
COMPLETED 
AHEAD OF ITS 
ORIGINAL 
SCHEDULE- 
SOMETHING 
UNHEARD OF 
IN THE INDUS¬ 
TRY. 


















































Syndicate M/'arl 



It’s tough on the streets in Syndicate Wars, Bullfrog’s top action strat¬ 
egy game, but it’ll be even tougher without help. In the first instalment of 

our two-part guide we’ve got the first five missions for each side, as 
well as the weapons you’ll find and some battle tips. So it’s time to 
draw your minigun, gather your agents and paint the town (blood) red. 








First off, make sure you 
read the mission briefing 
carefully. This will allow 
you to be prepared for the 
battle ahead and select the 
right equipment. It's 
incredibly irritating having 
to persuade someone and 
then discovering you 
haven't got a per- 
suadertron, or spending a, 
packet on weaponry which 
isn't needed when you 
could have spent the 
money on enhancing your 
agents. So when you read 
the text, try to decide 
which weapons you need 
to take. Assassination mis¬ 
sions may require the use 
of a long range rifle. 
Missions where you have 
to storm an enemy base 
should tell you a launcher 
or a flamer would be an 
asset. Equipping your 
agents is all well and good, 
but they will be defence¬ 
less without good body 
armour. Always buy your 
agents the best mods so 
they can survive longer. 
Chest mods are the most 
important since they pro¬ 
tect an agent from enemy 


fire, but leg enhancements 
are also an advantage to 
allow the agent to run 
much faster. 

Be careful with your money 
and don't spend it on 
weapons you won't need. 
Not all your agents will 
require a persuadertron as 
they can be expensive.Try 
and pick up as many 
weapons as you can find on 
a level and sell them when 
you finish. If you pick up 
expensive items then you 
can get a good profit from 
them. Also, remember to 
rob the banks on the lev¬ 
els. The banks are the 
large buildings with dollar 
sign banners hanging from 
the front. If you destroy 
these buildings, then you 
may find money scattered 
around the blast area. It's 
a good Idea to use explo¬ 
sive mines on these build¬ 
ings so that you can run 
away from the exploding 
building in time. To guar¬ 
antee the destruction of 
the bank, lay the mine 
inside the building. Use 
one agent for the job to 
minimise casualties. 


mpwptutB 

When persuading a target, 
or killing a lone character, 
look at the surroundings to 
see if you can spot any pos¬ 
sible ambushes. Lots of 
people you have to per¬ 
suade will have guards hid¬ 
den on the landscape who 
reveal themselves once you 
have control over that per¬ 
son. Also, you could try 
persuading with one agent 
and leave them at a safe 
spot on the map. Then 
clean up the rest of the 
level with your remaining 
agents and leave a path to 
take the newly-persuaded 
person through.. 


The Police are a separate 
entity to the Syndicates 
and require six persuaded 
points to gain control. They 
give you two in return. 


EBVtRHMEHJ mms 

Government agents are a 
bit like like sub-agents. 
They need 15 persuaded 
points to come over to your 
side and give you a whole 
three back. 


EmmmHTS 

Enemy Agents are very 
resilient indeed and need 
you to have 20 persuaded 
points before they will sub 
mit to your side. In return 
they will give you five use¬ 
ful points. 


BHEBEBS... 

Persuading an enemy 
Syndicate agent is another 
matter. Sometimes, you'll 
have to persuade a number 
of civilians before more 
important characters. 


lEUBTS/THEHIIIE 

You cannot persuade the 
Zealots or a member of The 
Nine unless you have a per¬ 
suadertron II, an enhanced 
persuadertron. They then 
require twenty persuaded 
points and give you five 
points back. 


amm 

To persuade any of the 
civilians - men or women 
-in the game you don't 
need to have people 
already persuaded. They 
are worth Just one point on 
the persuaded count. 


SPWEBBBBHES 

You can't per¬ 
suade the 
Zealot Spider 
Drones which 
may accost 
you, even with 
the 

Persuadertron 11. 
So don't even try. 


UHEUm 

The Ungulded punks 
require you to have ten per¬ 
suaded points before they 
can be taken. They give you 
two persuaded points. 


For ambush tactics, flamers are one of the best weapons. 
If you have a large group of enemies who may be trouble¬ 
some if you attack them with rockets, then send one 
agent to intercept them. He will catch their attention and 
lead them past the edge of a building. As the enemies run 
past the building, your agents, lying in wait with flamers 
at the ready, can open fire and fry the lot. 


BAB WARS 

Some vehicles can be very hard and powerful if you're 
caught unawares and the flying ones can travel anywhere 
on the landscape. Good weapons to use against ground 
vehicles are the ion mines. You can be far away when they 
go off. Lay them on the road and you will be guaranteed 
to hit the car. The plasma lance is also a good weapon to 
use against vehicles, when you get it. ^ 













im CUIBE 


These level guides will take you through the entire level 
step by step. When the guide refers to points of the com¬ 



pass, look at your scanner in the corner of the screen. 
There is a line on the scanner that always points north 
Use this to find your direction. 


niissmi-maH 

On this first level, you start off in a Eurocorp compound. 
There are riots in progress outside so make your way to 
the entrance of the compound. From your scanner, you 
should be able to see that there are some unguided citi¬ 
zens gunning down innocent civilians. Head west and you 
will see the unguided. Just kill them and return to base. 


Mission 3 HaHEKOMB 

You start in the station at 
the north-western corner of 
the map. The base you have 
to reach is on an island and 
inaccessible to everything 
except cars. Thankfully 
there's a car in the car park 
opposite the station which 
you can take. Look around 
the map and you will see 
enemy agents guarding 
buildings. You can per¬ 
suade these with a per- 
suadertron, but you will 
need to persuade a lot of 
civilians first, at least twen¬ 
ty. You can find a loads 
around the level and by the 


offices opposite the sta¬ 
tion. To the south-east of 
the map is a Zealot church. 
There is a lot of activity 
here, so ignore it unless you 
are sure you can win any 
battles. Persuade any civil¬ 
ians you need and then 
steal the car, drive it into 
the base and either shoot 
or persuade the guards 
inside. They may destroy 
the car if you leave this too 
long. Get out of the car 
and persuade the techni¬ 
cians. Leave the compound 
using the car and make your 
way back to the station. 


mSiaH4'MATamiNSHAR 

You start at the station at the western end of the map. 

The scientists you need to persuade are in two com¬ 
pounds to the north and south of the station. First find an 
empty vehicle. These are in the elevated car park in the 
centre of the map. To get to the car park, you must walk 
up to the east of the map and turn south. Then you have 
to follow the road and turn west again up to the raised car 
park. There will be punks in the car park firing at the cars 
so kill them all. Watch out for any roving police vehicles. 

Once you have a car, take it to the larger of the two com¬ 
pounds, the one to the 

I * north of the map. Take 

the car in and fire at the 
enemy agents guarding 

, 1J| J J f Kill them quickly 

. before your car is 

destroyed. The scientists 
can be seen on your scanner, so make your 
way to them and persuade them. To the eastern 
' ®>^cl of the compound are two hover cars you can 
use to persuade the remaining scientists in the 
Wy other base and kill any resistance. Make your way 
./ to the evacuation point to complete the mission. On 
f' this level, there is a Zealot base on the north-western 
side of the river. If you search this base, you will a hard 
skin mod for your agents to use. 


Mission 2 anooiT 

Starting in the station at the south east of the map, you 
need to make your way west. You may encounter some 
resistance, so destroy any aggressors. Head to the drive- 
in cinema where there are some unguided waiting in a car. 
Kill them and steal the car. Drive out of the cinema and 
then directly east into the base. There are some guards 
patrolling the area so leave your car near the entrance. 
Walk east and kill the guards. At the top of the base you 
will find some Zealots. Shoot 

them, but be careful of their bod- ^ 

ies, there may be some KO Gas 

around. Check all around the base • 

and then make your way outside again. ^ ^ , 

Your scanner will be informing you of : 

other targets to eliminate. Follow these 
and take them out. Then return to the ^ iPUll! 

evacuation point. . 













HIISSmS-SIHBAPaBl 

You are ordered to raid the 
bank of a breakaway syndi¬ 
cate. You start in the sta¬ 
tion at the south-east of 
the floating island. The 
bank, to the north of your 
starting point is heavily 
guarded and the moment 
you try to raid the site the 
syndicate will move the 
trucks and you will fail. If 
you destroy the trucks, you 
will also fail the mission so 
the only way to steal the 
bullion is to take out ail the 
guards. To do this, you will 
need long range rifles, 
miniguns, the flamer and 
possibly razor wire. The 
first method is to lay the 
razor wire over the road, 
avoiding the passing cars 
and then attract the atten¬ 


tion of the guards by killing 
one with a long range rifle. 
Then run away and lead 
them into the razor wire. 
While they are stuck trying 
to get through the wire, 
you can kill them with your 
mlniguns. This can be a 
long-winded way of doing 
it so you can always just 
wade in brandishing 
flamers. Then you can go on 
to the site of the bank and 
take out any stray guards. 
Watch out for any guards 
who are running to get into 
the trucks. Take them out 
first otherwise you'll fail 
the level. Once you have 
done this, steal the trucks 
and make your way to the 
rendezvous point to the 
south west of the map. 


CHURCH BF m HEW EPOCH MISSIBHS 


Mission lOlTBOIT 

You Start off in the station and your target is in the 
Syndicate base in the east. Go directly west and you will 
come to an empty police vehicle. Kill any police, get into 
it, then drive into the base. There will be some Syndicate 
agents patrolling the perimeter so kill them straight away. 
Then get out of the car and make your way east to the top 
of the base. Kill any guards and enter the bunker indicat¬ 
ed on your scanner. You will then install the virus. Go 
back to the police vehicle and drive to the station. Exit 
the car and go into the station to evacuate. 




Mission 2 ■ PHOEHIK 

Go north where there are a few punks. One has a bomb, 
so grab It quick when you kill them. Go south and then 
east to where the hostages are. Kill the unguided, then 
get to the base. There's a bank to the east of the base. 
This will explode, so there will be loads of cash to pick up. 














Mission 3 smuBO 

Your mission Is to persuade a Syndicate 
agent to join the Zealot cause. Santiago 
is a city split Into two halves: The 
island in the middle and the rest of the 
city surrounding it. To reach the central 
island, you will need to find a flying 
vehicle somewhere around the perime¬ 
ter. You start in the Zealot compound 
on the south-east edge of the map. 

You will need to persuade at least 
twenty civilians before you can per¬ 
suade your target, so run around and 
get as many as possible, and kill any 
resistance. Once you have twenty or so 
people, find the flying vehicle and go 
to the central island. If you have time, 
you can arm up your persuaded follow¬ 
ers first by taking them to the northern 
side of the map to pick up all the 
weapons scattered about there. Then, 
find your target using your scanners. 
The area will be very heavily guarded so 
keep a look out. When you persuade 
the syndicate agent, there is a flying 
vehicle to the east of the island which 
you can get in to escape to the evacua¬ 
tion area. 


Sma 



SPIOER 

aiTIMATEPASSWOOO 

Enter this password to access 
all levels. 

Y7KB3YIWI 6QF3QS7QCI 

AUEHTmOBY 

CHEAT MEOO 

On the options screen, enter 
this code: 

"1GOTP1NK8C1DBOOT- 
SON": (I got pink acid boots 
on). 

Go back to the main menu, 
and select CHEATS. Then you 
can select levels, weapons 
and even health. 

CBOSABlBimfiimBSl 

lEVEl PASSWOOOS 

Level 2: FWQP 
Level 3: PLRQ 
Level 4: SZNF 
Level 5: TD5S 
Level 6: J1BT 
Level 7: K2CV 
Level 8: N3DW 
Level 9: 4FX 
Level 10:X5GZ 
Level 11: C6HO 
Level 12: D7J1 
Level 13: F8K2 
Level 14: FGL3 
Level 15: JFM4 

IHOEPEHBEHCEOAY 

lEVEl PASSWOOOS 

DBJHJ - Washington 
GBDHP-New York 
NBDHG-Paris 
LBDG6 - Moscow 
RBDHY-Tokyo 

saui m 

CHAnSETHECBlOUHOESOPHI- 

TIA’SPAnrS! 

Strange but true! When play¬ 
ing as Sophitia, hold down 
A,B, K or any combination of 
them while the next level is 
loading up in order to change 
the colour of her knickers on 
the new stage. It doesn't 
work for Sophitia! or 
Sophitia!! though. 

CHOOSE THE WinninS POSE 

By holding either A,B,K or 
Guard when a match has been 
won, you'll activate a particu¬ 
lar winning pose for your 
character. 

CBHTHOl THEKEPIAYCAMEHA 

During the replay, the camera 
viewpoint can be controlled 
with the D-pad, while press¬ 
ing A and B will zoom in and 
out. 

HEW TAKE MOVE! 

Unbelievably, we've found 
another move for Taki! To 
perform her Spinning Axe 
Kick, just turn her back to the 
opponent and press B+K. 
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Mission 4 jaHMHtSBUBB 

From the north-west corner, steal the yellow car and go to 
the north-eastern vaults. Kill the guards then drive off. A 
convoy shows. Drive back and kill everyone. Bag the agent 
who leaves the armoured car, get the gold, then escape. 


PISSUMSTSON 

It's obvious what this 
does, but it has uses 
other than simply allow¬ 
ing agents to kidnap 
people. A zombie army 
can be created to create 
a human shield. 


HmSKOUTEAS 

This hand grenade con¬ 
tains an asphyxiating 
nerve agent. The deto¬ 
nation cloud knocks out 
everybody in the area so 
use to escape from (or 
kill) your enemies. 


Mission s-mm KOHE 

Take two high explosives. Start in the station in the north¬ 
west. Go east, then south to the church bridge. Leave an 
agent to drop an explosive halfway. Destroy the bridge 
next to It and kill everyone. Go south and kill the foe with 
rifles and miniguns. Kill everything that comes your way. 


BisBBPnn 

This device has the 
effect of un-persuading 
people. It would prove 
most effective against a 
Persuadertron user, 
reverting all the per¬ 
suaded followers to 
their previous state. 


ion Mini 

This mine is proximity 
triggered, and affects 
any vehicle or cyborg 
caught in its field of 
effect. It's powerful 
electro-magnetic pulse 
will disable or destroy 
cyborgs and vehicles. 


WEAPONS 


There's an arsenal of weapons available, but unless 
they're used properly you'll be a smear on the pavement. 
Here's a guide to the weapons in the first five missions. 


PSYEHOEAS 

Anyone caught in Its gas 
cloud becomes psychot¬ 
ic. This involves armed 
targets going crazy and 
shooting anything with¬ 
in range, so once you've 
dropped one of these, 
get far far away. 


OAioswnt 

Its use prevents civilian 
access to secure areas 
and presents an obstacle 
for cybernetics. It can 
be lethal or slows down 
enough for killing the 
enemy as they try to 
escape the wire. 


an 

The standard weapon 
for Syndicate agents, 
this is an inexpensive, 
yet crap gun which 
should be discarded in 
favour of the minigun. 


This Is more like it. 
Powerful, and compared 
to other weapons, quite 
cheap, this is the best 
all-round weapon for 
the early missions. 


lanERAnEEBIHE 

This kills most enemies 
with a single shot, but 
almost useless in close 
quarters. Best used for 
picking off at a distance 
before moving in and 
finishing the job with 
short-range weapons. 


HIEHEXPiaSIVE 

With a large burst radius 
and loads of power this 
Is basic but effective. 
Place In the mission 
zone and withdraw your 
agents to safety. 


ElAMER 

Flaming an enemy 
immediately causes 
damage.Firing a weapon 
at the enemy, you have 
to drain his shields 
before he dies and, dur¬ 
ing that time, he can be 
firing at you. 
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leen prettier mugshots on Crimewaxcn, - 

We've all got them. Mates, teachers, mums and da 
, complete drongOS. Dig ’em out, and send them to us. 
EXPOSE the most desperate cases during 
rt Show, every Saturday morning on ITV, 

, along with both rours and ‘ 

•ingpull or bottle top, to REFRESH SOMEONE S BEAD, 
freepost SL966, SLOUGH, SLl BBT. 
ach lovely seeevo- Pe®!*. 


Nation 





i-.PIugge^-iHy 

Stressed 


out? 


What the hell is goirtg^n? ^ 

You bouqhf your piaystuiion as a mc:As of Gscaping the huffidrurTi' of everyday life, . 

the ultimate in stress relief. 

Instead it can bring nothing but hassle. Your girlfriend thinks you’re sad because you play on it all the time, and all your mates are 
bragging because they’ve bought Nintendo 64S. t a ^ a 

WGII SOO em. The PlayStation is the 
pinnacle of gaming and h(#’s just a few way 

to RELIEVE THE STRESS brought on by 

naming non-belie 





Shed loads 
‘o’ software 

You want 
games? The 
PlayStation's got 
flippin' stacks of 'em! There 
are 250 monster games to 
wade through^ from hard-as- 
nails blasters to funky hip- 
hop romps and pukey plat¬ 
formers like Crash 
Bandicoot. Compared to 
rival consoles the 
PlayStation is literally 
drowning in games 
while the others are 
barely paddling in 
product. Ha! 




Cheapo Price 

For under 130 notes you 
get a fantastic arcade-quali¬ 
ty games machine. Sony's 
chunk of grey isn't as expen¬ 
sive as the Nintendo 64 or 
Sega's Saturn pack and rep¬ 
resents much better value. 
For less cash you get a top- 
notch console that's leading 
the way in the next genera¬ 
tion market. What more do 
you want? 

The Sony Music 
Connection 

Because Sony Computer 
Entertainment is the sister 
company of Sony Music, 
many PlayStation games 
sport wicked dance tunes. 
Phat phunksters The 
Chemical Brothers and 
Prodigy have both con¬ 
tributed to games, while 
techno kings Apollo 440 are 
providing tracks for forth¬ 
coming titles. 

It’s Cool 

Nintendo 64s 
are not cool. 
Neither are 
Saturns. 
PlayStations, however, are 
cooler than Mr Freeze. And 
that's cold! The 
PlayStation has made video 
gaming cool, something no 
other machine has man¬ 
aged to achieve. The 
machine is a status sym¬ 
bol, an icon of credibili¬ 
ty, and owning one will 
instantly boost your pop¬ 
ularity. Chicks love it too. 


The Club Scene 

The PlayStation is so hip 
even the clubs have picked 
up on it. Club capital 
Ministry of Sound kick- 
started the trend with its 
PlayStation room, now big 
names in dance culture have 
followed suit. Check the lat¬ 
est games in Cream or the 
Hacienda - it's a damnsight 
cheaper than poncey bottled 




beers or £2-a-bottle mineral 
water, and it's the perfect 
opportunity to impress the 
girls with Heihachi's 10-hit 
super combo. 

Squaresoft 

These champion coders 
defected from Nintendo to 
produce the best role-playing 
game in the world... ever! 

The Japanese genius 
hasn't just got 
Final Fantasy VII 
to flaunt either, 
its software 
selection is 
overflow- 
ing with 
monster 
Role Playing 
Games and blinding 
fighting games like Tobal 
2 and Bushido Blade. 

Parappa the Rapper 

He's the hip-hop hero, the 
man with the master plan. 
Sony's lyrical master is the 
coolest kid on the block, 
stringing together rhymes in 
a rapping romp that's in a 
class of its own. And get this, 
you won't find this homeboy 
hanging out anywhere else. 

Namco 

These boys are 
as loyal as 
man's best 
friend and have 
remained faithful to the 
PlayStation since the dawn of 
next generation gaming. 
They're slick too, churning 
out one classic moment in 
video gaming history after 
another. First there was 
Ridge Racer, then Tekken and 
now Time Crisis. Don't be shy, 
sing along to show your 
appreciation: "We love 
you Namco, we do..." 

Resident Evil 

Capcom's horror story 
is exclusive to 
PlayStation at the 
moment. By the time 
the Saturn and 
Nintendo 64 is 
blessed with 
Resident Evil, we'll 
be feasting on rot¬ 
ting flesh in the 
super-sequel. 

a Sony 

Sony is synony- 
I mous with quali- 
Ity. You buy a 
[ Sony, you know 
you get good 
value for money. The 
PlayStation is no exception 
and like other Walkmans, TVs 
or video, it offers cutting 
edge technology at an 





The PlayStation has 

made video gaming cool, 
something no other machine 
has managed to achieve. 






KEY 



BEER UX30 
Chill out with the 
thought that this'll 
get them Nintendo 
64 owners really 
jealous. 



CIGARETTE LOGO 
This is the 
PlayStation Plus 
equivalent of a 
handjob-guaran¬ 
teed to ease those 
gaming gripes. 

























StW stressed 
out? Try 
these other 
methods of 
reHevmg post- 


Historically video game consoles have been nasty 

black lumps of tacky plastic. The Sony PlayStation isn’t. It’s 
cool grey, it’s super-compact and its trendy angular design is 
more art deco than console tastelessness. 


PlayStation 

tension: 

1 Get lagered 
up. 

2. Bliss out 
with aro¬ 
matherapy 
oUs. 

3. Stick on 
tape of woTTjb 
music. 

4. Get a 
relaxing back 
massage 

5. Have a 
quick one off 
the wrist 




affordable price. Customer 
support is pretty good too, 
so if anything does go wrong, 
there's always someone on 
hand to help. 

Tomb Raider 
2 

There's another 
chance to ogle 
at binary babe 
Lara Croft in her see-through 
vest and tiny shorts in the 
PlayStation-led Tomb Raider 
2. Saturn owners won't get 
so much as a sniff of Lara's, 
er... assets, and so won't be 
able to sample the delights 
of her costume changes dur¬ 
ing the game. A skin-tight 
wetsuit will feature and the 
inclusion of leather bondage 
gear has yet to be ruled out. 

G-Con 45 

Namco's meaty lightgun 
comes straight from the 
arcades and into the 
home. It doesn't have 
the recoil of the real 
thing but this 
baby sure is 
accurate - it 
double¬ 
scans the 
screen, 
allowing the 
homicidal player 
to pick off perps at 
a 100 yards 

Nifty adverts 

Even the PlayStation's 
adverts are cool. Check the 
Tekken 2 and Crash Bandicoot 
magazine ads - they may be 
weird but heck, they're 
smart. The television adver¬ 
tisements are even better, 
especially now geekish 
Dwight P Dibley has done a 
disappearing act. 

Link-up 
option 

We've all seen 
games with 
split-screen options 
but how many 
next generation 
consoles support 
link-up play? One, namely 
the PlayStation! Get a cable 
sorted, stick a couple of 
machines together and blow 
the crap out of each other in 
Deathmatch Doom, or line up 
against your mates for the 
ultimate adrenalin rush in 
WipEout 2097 - there's noth¬ 
ing better. 


Post-pub Gaming 

This is a sure-fire recipe for 
much laughs. Get rat-arsed at 
your local, drag a handful of 
mates back to your gaff and 
stick Tekken 2 in the 
PlayStation. Roll around on 
floor for two hours while try¬ 
ing to pull off Law's Flaming 
Kick, then dash to the bog 
and throw up. Make sure the 
cupboards are stocked up 
with crisps and nibbles 
beforehand, and take extra 
care by covering the 
PlayStation in cling film - 
carrot chunks are not good 
for your machine. 

Developer support 

No other machine can boast 
the support given to the 
PlayStation by its develop¬ 
ers. This baby isn't just 
backed by Sony itself, there 
are over a 100 teams from 
around the world working on 
games for the PlayStation. 

Net Yaroze 

Like the humble 
. 8bit home com¬ 
puters before it. 
Net 
Yaroze 



program¬ 
ming with its 
commercially 
available develop¬ 
ment kit. With the 
trendy black PlayStation in 
your grubby mitts, coding 
the next Resident Evil isn't 
that ridiculous after all. 
Programming skills must be 
great though, with a pretty 
hefty bank balance to match, 
otherwise it's a no go, 
daddy- 0 . 

PlayStation 
Pad 

h\ Forget 
other 
^ tacky 
plastic 
pads of 
joy, Sony's 
official con¬ 
troller still ranks 
up there with the 
best of 'em. Whether you're 
kicking the shit out of some 
poor sap or flooring a super¬ 
fast sportster, this beast is 
perfect for it all. Keep an eye 
for the forthcoming analogue 
pad too - it's a doozy. 


































station Stunna 

Historically consoles have 
been nasty black lumps of 
plastic. The PlayStation isn't. 
It's grey, it's compact and its 
angular design is more akin 
to art deco than console 
tastelessness. It doubles as a 
rather attractive mantelpiece 
ornament as well as a chic 
games machine, then. 


CD=Cartridge 
Disaster 

Who needs cartridges 
when you've got CDs? CDs 
are a helluva lot cheaper, 
they can store more data and 
the boxes fit neatly alongside 
your music collection. The 
PlayStation's discs are black 
too, which makes them even 
more cool... 


also leads to good things for 
you, the gamer. The growth 
of the machine means more 
companies are investing in 
the PlayStation, so the num¬ 
ber of games available will 
steadily increase. Because 
there are so many PlayStation 
owners video gaming is 
Booming more sociable, 
with Sony leading the attack 
to wipe out anorak gamers. 
Now surely that's a good 
thing? 

PlayStation 
clothing 

PlayStation isn't 
just a games 
machine, it's a 
way of life. Sony 
is extending its 
brand not just with 
new games but also a 
range of clothing that's 
in the shops soon. 

Merchandise will include t- 
shirts, sweatshirts, jogging 
bottoms and combat 
trousers, as well as snow¬ 
boards and the already popu¬ 
lar record bags. Get 'em 
checked out. 


Original Games 


Light sourcing 

Take a look at any 
PlayStation game and you'll 
see some pretty cool effects 
used for explosions, lighting 
rooms or giving the illusion 
of transparent water. This is 
all thanks to the 
PlayStation's smart light 
sourcing. It makes all the dif¬ 
ference on games like Doom, 
Tomb Raider and even Die 
Hard Trilogy, but is used par¬ 
ticularly well in WipEout2097 
- the Saturn version looks 
naff in comparison! 

Variety of software 

We all know there's stacks of 
games available for the 
PlayStation, but there is a 
huge variety too. Anyone will 
be able to find a game suited 
to their tastes, whether its 
the oddball ambience of 
Aquanaut's 
Holiday or the 
straightfor¬ 
ward brawl- / 
ing In 
Street 
Fighter 
Alpha, 

Sony's 
machine has 
more choice than a box 
of Quality Street. 

One Million units sold 

A UK user base in excess of 
one million doesn't just mean 
a slap on the back for Sony, it 



The PlayStation isn't just a 
platform for arcade conver¬ 
sions. It's first with the best 
games like WipEout2097, 
Resident Evil and Doom, and 
boasts games that will never 
appear on other games 
machines. Take Rage Racer for 
example, or Final Fantasy VII, 
or Parappa the Rapper... need 
we say more? 

It’s a sexual thang 

Video gaming can be sexual 
because PlayStation is 
appealing to chicks. It's per¬ 
fect for breaking the ice In 
awkward situations on a first 
date (providing you bring her 
back to your place, obvious¬ 
ly) and there's nothing quite 
like a game of post-coital 
Puzzle Fighter. 

Packing peripherals 

The PlayStation has got more 
support than a WonderBra, 
backed not only by 
loads of 
games but 
also by tons 
of peripher- 
^als. Take your 
pick from 
Joypads, 
arcade sticks, a 
Fmouse, multi¬ 
taps, analogue 
sticks, extension leads, light- 
guns, memory cards, steering 
wheels, AV cables, disc 
wipes... the list just goes on 
and on. 



Video gaming is 

becoming more sociable, with 
Sony leading the attack to 

wipe out anorak gamers. 



































Boyzone, Blur 
and WU'Tang 
Clan all use 
the Sony 
PlayStation as 
means of 
escaping from 
the humdrum 
of everyday 
life. Strange, 
most rock 
stars prefer 
clasS'A drugs 
and groupies. 



Saturn owners won’t get 

so much as a sniff of 

Lara Croft’s assets. 


PlayStation: The Ride 

PlayStation excitement isn't 
limited to your home or some 
backroom in a club. Sony's 
empire has stretched to 
Blackpool, where the new 
PlayStation ride has opened. 
Aptly called PlayStation: The 
Ride, hapless victims are 
strapped inside chairs before 
being catapulted 200 feet in 
the air at 80 mph, reaching a 
G-force of 4.5! Blimey! 

Ruud Gullit 

Countless celebrities are fully 
paid-up members of the 
PlayStation posse, with Ruud 
Gullit one of the latest addi¬ 
tions. The dreadlocked cool 
geeza dabbles with his 
PlayStation in between man¬ 
aging FA Cup 
winners 

Chelsea, joining 
David James 
and Paul Ince as 
top soccer star 
gamers. 

Platinum 
games 

PlayStation 
games are slow¬ 
ly falling in price, while the 
cost of games on other plat¬ 
forms steadily increases, cul¬ 
minating in the monstrous 
£70 price tag for Turok on the 
Nintendo 64. Sony's own 
games now sell for the 
cheapo price of £35, while 
the ever-growing Platinum 
range retails for less than 
twenty notes. 

It’s a CD player 

Because the PlayStation has 
to audio-out sockets it dou¬ 
bles as a proper CD player. 
Just hook it up to your 
stereo, stick in a music CD 
and whack up the volume. 
Connecting up to a 
stereo boosts the 
audio experience 
for games too. 

Play Resident Evil 
in the dark with 
the volume 
turned up and 
you'll fill your 
pants, guaran¬ 
teed! 

Slick 3D 

If it's smart 3D you're after, 
the PlayStation is the place 
to look. Sony's hunk 'o grey 
can shift 3D objects at terrif¬ 
ic speed, making the perfect 
platform for driving games. 



polygon beat 'em ups, 3D 
platform romps... anything in 
the next generation cata¬ 
logue really. 

Bargain Bundles 

For £129 you can get a 
PlayStation, a joypad and the 
necessary leads to connect to 
your television. Fora bit 
more you can also land your¬ 
self different games by get¬ 
ting one of the countless 
value bundles offered by 
high street stores. Check 'em 
out for attractive offers, or 
wait for the sales to get some 
really tasty deals. 

Retro Gaming 

The PlayStation is the pinna¬ 
cle of video gaming, but is 
also geared 
toward the vet¬ 
eran gamer. 
Classic 
moments in 
software histo¬ 
ry are squeezed 
into classics 
compilations 
like the Namco 
Museum packs, 
while Williams 
and Atari games have both 
been given the retro treat¬ 
ment in the past few months. 

Doom 

Ever seen Doom 
on the Saturn? 
It's a bleedin' 
atrocity! 
PlayStation Doom is altogeth¬ 
er a much better game, 
boasting levels from both the 
original Doom, Doom II and 
Ultimate Doom. It's even got 
PlayStation unique stages, 
plus the super-smart 
Deathmatch mode which you 
won't find on any other next 
generation console. 

Wu-Tang Clan 

Wu-Tang 
Clan have 
just Jumped 
on the 
PlayStation 
bandwagon. 
Rap's hottest 
act name- 
'Checked the 
ony machine on 
Its latest - and 
classic - album, Wu-Tang 
Forever, referring to 'playing 
the PlayStation in the 
playpen'. Or something. 
Another thumbs up from the 
celebs then. 







Countless celebs 


are 


paid-up 
PlavStatii 


members of the 
layStation posse. Ruud Gullit 
and David James are both gamers 
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OPEN 

7 

DAYS 



BEYOND 

Treatment Centre 

WE BUY SELL EXCHANGE 


Best £££ and Tiade-in 
£ Prices given on EARTH! 


Not the Biggest 
H But the Best 


5 IS Soho sq London 

A W1VSFD 

(X ) , 


- 0?55 



VIDEO GAME CENTRE 

WE STOCK:- PLAYSTATION, SATURN, 3D0,32X, JAGUAR, SNES, 
MEGADRIVE, S. FAMICOM, GAMEBOY, LYNX, GAMEGEAR, NEO GEO (CD), NINTENDO 64. 


PLAYSTATION UK 


Porsche Challenge 

£34.99 

Micro Machines V3 

£44.99 

Vandal Hearts 

£39.99 

I.S.S Pro 

£44.99 

Exhumed 

£39.99 

Hexen 

£29.99 

Jonah Lomu Rugby 

£39.99 

V-Rally 

£39.99 

Rebel Assault 2 

£39.99 

Rage Racer 

£39.99 

Zero Divide 

£14.99 

Warhawk 

£19.99 

Supersonic Racers 

£19.99 

Re-Loaded 

£24.99 

True Pinball 

£9.99 

Soul Blade 

CALL 


PLAYSTATION IMPORTS 


Vandal Hearts (USA) £59.99 

Wild Arms (USA) £59.99 

City of Lost Children £59.99 

Buster Brothers (USA) £49.99 

Parrapa the Rappa (JAP) £74.99 
Castlevania X (JAP) £69.99 

Tobal No. 2 (JAP) £69.99 

Air Combat 2 (JAP) £69.99 

Time Crisis (JAP) Call 

Independence Day (USA) £39.99 
The Crow (USA) £39.99 

Tekken (USA) £49.99 

Bushido Blade (JAP) £69.99 

Alien Trilogy (USA) £9.99 

Analog Joypad £39.95 


+ 100s MORE IN STOCK 


N64 IMPOI^T 

Human FI GP (JAP) £69.99 

Doom 64 (USA) £69.99 

Blast Dozer (JAP) £59.99 

Wargods (USA) £69.99 

Doraemon (JAP) £69.99 

Blastcorps (USA) £79.99 

Mariokart -l- Pad (USA) £89.99 
Turok (USA) £69.99 

Starfox + Joltpad £89.99 

Cruisin USA £49.99 

N.B.A Hangtime (USA) £49.99 

VIRTUAL BOY 

System & Tennis £49.99 

Warioland £29.99 

ALL OTHER GAMES £19.99 


+ WE HAVE LOADS MORE GAMES IN STOCK 
1ST CLASS POST ■ FREE! 888 WIMBORNE ROAD, BOURNEMOUTH B H92DR 

3 TEL/FAX-01202 527314Hi 






ROSS 


RECORDS 


GaTnes ;& Coittpact Discs 

i .. \i^i (I iiA^Ni 11^11(1 

■ " 'Games bii all systems start at £9.99 / New CD’s from £10.99 
1^^ ( I)i (v < 

The biggest ^solectibn of secondhand games and CD’s in the area. 
Fantastic Bargains and deals. , 

I liiiy.^Sc M fiS. IvvclGm^ ( iOin'^. ( l)\foVHisi>lvs()) 


13 Kingston Road, 
Portsmouth, 
Hants PQI SRX: , 
TEL: (01705) 830955] 




Open lOam - 6pm 
Seven Days 


15 Wellington Way. 
Waterlooville, 
Hants POT 7EI) 


r- n/r. * ^ ^i' ' ■-i; Jr TEL; (01705) 267519 

^ ^Most Cards raken.- ^^>*^ |pRpp parkihg;at rear 



TRADE IN YOUR OLD CONSOLES 
« CASH FDR A NEW ONE! 


i) PLAYSTATION -JSIQA SATURN NINTENDO 64 
SUPER NINTENDO QAMEBOY, MEQADRIVE 


SWAP GAMES FROM i7.00 inc postage 


CONSOLE EXCHANGE 

25, GREiG STREET, INVERNESS, iV3 5PX 



TEL/FAX 

MOBILE 


01463 221173 
03744 95958 
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The craphks 

MAYBE2D 
BUT DON'T LET 
THAT PUT YOU 

OFF, There'S 

GREAT SATIS¬ 
FACTION TO BE 
HAD MOVING 

Alucard 

AROUND THE 
MANY LEVELS - 
EACH PACKED 
WITH SPOOKY 
AND ATMOS¬ 
PHERIC SUR¬ 
PRISES, 


Fortunately 

FOR HIM^ 

Alucard has 

A FEW TRICKS 
OF HIS OWN UP 
HIS SLEEVE, 

He HAS TO 
FIND THEM 
FIRST^ MIND 
YOU^ BUT 
WHEN HE DOES 
THEY CAN BE 
VERY EFFEC¬ 
TIVE AGAINST 
THE FOE, 


Release : Out Now 
Company: Konami 
/V/ ce : Import 
Players: 1 
Genre : Platform 


dad and make the old boy 
wish he'd stayed in his coffin. 

Alucard starts the game by 
entering the castle armed 
with his trusty sword and 
wearing his best armour. 
Unfortunately, he's 
soon stripped of his 
possessions by the 
grim reaper him¬ 
self, Death (mak¬ 
ing a cameo 
appearance). Now 
Alucard has not 
only to get 
through the castle 
and defeat Dracula, 
but he must also find 
the weapons in order to do 
it. And this is the real beauty 
of the game, because the cas¬ 
tle is absolutely gigantic, and 
filled with more items than 
any other platform game 


ever. Hell, there are adven¬ 
ture games which don't have 
as much stuff to pick up. 
There are over 100 objects to 
find including weapons, 
armour, magical arti¬ 
facts, clothes and 
even jewellery - all 
of which can be 
used or worn by 
our hero. Once 
picked up, sec- 
weapons 
powered by 
hearts Alucard 
when he 
candle 

and monsters, 
ut it's the thirty magical 
items which are the most 
important, because picking 
these up gives Alucard spe¬ 
cial powers allowing him to 
explore the castle. For 


hile most 
gaming genres 
seem to be very 
well represented 
on the PlayStation (driving 
and fighting games in 
particular), platform 
titles have been 
rare - and great 
ones even rarer. 

Last year we had 
Pandemonium and 
Crash Bandicoot, 
but these relied 
heavily on their 3D 
graphics in order to 
get the punters in. 

On the 2D scene 
though, no one has really 
made a mark. Now, with 
Castlevania X, Konami is here 
to prove not only can an 
incredible platform game be 
done on the PlayStation, but 
that it doesn't need polygons 
to make it an impressive one. 
Even though it's the first 
episode in the Castlevania 
series to appear on a 32-bit 
machine, it follows the plot 
of the previous games. These 
are based around the 
Belmonts, a family of heroes 
who have spent generations 
fighting the evil of Dracula . 


Beginning at the final stage 
of the last game, the player 
must first control Richter 
Belmont to defeat Dracula. 
Several years later though, 
Richter goes missing just 
as Castlevania, 
Dracula's castle, 
reappears. The 
presence of this 
evil awakens 
s son 
a good 
(assum- 
there are such 
hings) who in the 
absence of a 
elmont, must go after 
is father himself... 


So, the, it's off to Castle 
Dracula to have it out with 















































instance, by get¬ 
ting hold of a 
pendant giving 
Alucard the ability 
to double his jump 
height, he can reach 
previously inaccessi¬ 
ble platforms, and thus 
visit new areas. Other things 
to be found let the vampire 
transform into a wolf, bat or 
cloud of mist, or summon 
creatures to help him, and 
much, much more. 


many items 
seem like 
II, but the 
is such a 
place they are 
more than necessary. It's a 
dwelling straight out of the 
Hammer House of Horror and 
populated with over 130 
types of monster to battle. 
Once destroyed they don't 



Have you 

WORKED OUT 
YET THAT 

Dracula 

NAMED HIS 
SON BY GIVING 
HIM HIS OWN 
NAME BACK¬ 
WARDS? 
FORTUNATELY 
FOR Alucard 
HIS DAD was¬ 
n't CALLED 
REKNAW. 


There's more 

THAN ONE WAY 
OF GETTING 
AROUND 

Dracula's 

CASTLE AND 
PORTALS DOT¬ 
TED AROUND 
ALLOW 

Alucard to 

TELEPORT 
AROUND THE 
CAME AT WILL. 


mi m POWER Of MY MAEIC PaCKlT WATCH 

As anyone familiar with the Cast/evania series can tell you, 
the secondary weapons are among the most useful in the 
game. Castlevania X continues that tradition by offering 
some incredible armaments for our anaemic hero. Only one 
secondary weapon can be held at any time, so care must be 
taken when choosing which one to use, and all have their 
good and bad points. But all of them use up Alucard's sup¬ 
ply of hearts, and so more must be found hidden in the can¬ 
dles and flames throughout the castle. 



mn 

Fast they may be, but these 
daggers don't do huge 
amounts of damage. On the 
plus side though, they can 
destroy some of the ene¬ 
mies' missile weapons. 



RicamTjmii 

One of the most useful sec¬ 
ondary weapons, this allows 
Alucard to fire off bouncing 
beams of light. In an 
enclosed area, this can deci¬ 
mate all enemies in seconds. 



m 

Continuing the Ghosts and 
Goblins theme, Alucard's 
axe is a slower but more 
powerful weapon which 
travels in an arc when 
thrown at the baddies. 



poemwm 

Using this makes Enemies 
slow down or stop, giving 
Alucard plenty of time to 
escape. Or to hit the hell out 
of the defenceless suckers 
(heh heh). 


go away either, because once 
Alucard re-enters the room 
the monsters will be there 
once more. This doesn't get 
as irritating as you might 
think, since if they remained 
dead the castle would get 
very empty and very dull. 
Anyway, killing tons of mon¬ 
sters is good for the vampire 
as he receives points allowing 
him to advance in experience 
and become more powerful. 
And powerful he'll have to be 


because while monsters start 
out as skeletons and zombies 
who are pitifully easy to 
beat, once the big boys come 
out things get very hard 
indeed. Huge knights with 
fire swords, flying heads 
which can cover Alucard in 
stone (which can only be 
escaped by rapidly hitting 
the Dpad) and minotaurs with 
dragon punches for starters. 
And then there's some of the 
strangest bosses you'll ever 





There's 

AROUND 100 
THINGS TO 
PICK UP^ 
ABOUT 130 
TYPES OF 
MONSTERS TO 
KILL AND A 
MASSIVE CAS¬ 
TLE TO 
EXPLORE. 
Better KEEP 
NIGHTS FREE 
FORA WHILE. 
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HERE'S A 
HANDFUL OF 
THE ENEMIES 

Alucard 

MUST FACE, 

Checkout 

THAT FLYING 
SKULL, COOL, 



Opinion This game is so addictive it could lead to starvation! 
Casf/eva/i/aXis so hard to pull yourself away from that the joypad might 
as well be superglued to your hand! 2D games never get much of a look in 
on the PlayStation^ but Konami has managed to use it to its advantage by 
making a gigantic game with tons of rooms, monsters and items making 
Castievania X a incredibly huge game to play. And one which is immensely 
playable to boot. Exploring the castle is hugely engrossing fun, and com¬ 
bined with the constant fighting it means getting bored is not an option. 
Disregard what the game looks like and give Castievania X a try, it^s one of 
the best (if not the best) platformers on the PlayStation and should be 


i picked up right now. DB i 

I-1 





see: Living svjords which 
rotate floating blades; a 
many headed beast who lives 
in the caves underneath the 
castle, and even an evil dou¬ 
ble of Alucard himself. 

As if that wasn't 
bad enough, the 
castle doesn't 
make things any 
easier. It's so 
large that with¬ 
out the handy 


map charting which locations 
have been visited you'd get 
lost in no time. Filled with 
difficult to reach platforms, 
collapsing floors, lifts, stair¬ 
cases, and even rivers 
and a waterfall, 
exploring the castle 
ill take a very 
time. 

can be 
in any of 
many rooms 
around the 
. Visiting 
replenishes 
ucard's health, mak¬ 
ing up for the fact that extra 
health is almost impossible 
to find. Healing potions can 
be purchased from a mer¬ 
chant who lives in the castle, 
and to save having to traipse 



all the way up to his shop all 
the time there are portals 
which, once found, allow 
Alucard to teleport around 
the castle and save on jour¬ 
ney times. This means 
there's more time to 
explore new areas 
than revisiting old 
ones, and keeps 
the game fast 
moving and fun. 

And the depth is 
further increased 
once the castle has 
been completed - 
but you'll have to 
find that out yourself. 


The upshot of all this is that 
Castievania X is one of the 
largest and most fantastic 
games yet seen on the 


PlayStation. The graphics 
might only be 2D, but they 
do the Job and do it well, and 
the music is some of the best 
in any PlayStation game yet, 
with the CD used to its 
full potential to pro¬ 
vide a great mon¬ 
ster-bashing 
soundtrack. Huge 
is never 
doubt since 
is is a deep and 
title 

will keep 
happy for 
and weeks, 
are around 

every corner, and with its 
mix of action and RPC ele¬ 
ments, it shows great plat¬ 
form games can be made on 
the PlayStation, it just takes 
the right people to do them. 






- 

. Graphics . 86. / 

. Animation : BS f 

. SoundFX:_QO . I B 

. Musicz SA . \ B 

Lastability i93 \ fg 

Playability : 90 
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INFROCRAMES 
TAKES A NEW 
APPROACH TO 
THE RACING 
GENRE. V~ 
Rally TENDS 
TO COME 
DOWN ON THE 
SIMULATION 
SIDE OF GAM¬ 
ING. 



p until recent- 
ly the French- 
produced V- 
Rally looked as if it 
might be a wasted opportu¬ 
nity. An excellent graphics 
engine - based on third gen¬ 
eration programming tech¬ 
niques - and courses galore 
were combined with a car 
only professional rally drivers 
could keep under control. 
However, the game has since 
been fine-tuned over and 
over again and has apparent¬ 
ly impressed the hell out of 
Sony. If the mix is now right 
the PlayStation might at last 
have an answer to Sega Rally. 
Let's see, shall we. 



Based around the World Rally 
Championships, V-Rallyg\ves 
players the chance to try out 
11 cars modelled on specifi¬ 
cations and data from all the 


real teams. Two modes of 
play take in tracks through¬ 
out Indonesia, England, 
Spain, the French Alps and 
Corsica, Africa, New Zealand 
and Sweden. Licensing pecu¬ 
liarities mean courses are not 
exact replicas of the origi¬ 
nals, but they do stick to the 
feel of each stage. Some of 
the races take place on coun¬ 
try roads, others cut directly 
through the roughest hewn 
jungles, forests and deserts. 
Additionally, competition 
takes place at various times 
of day or night, and weather 
conditions such as fog, rain 
and snow can make driving 
an absolute nightmare. 

Getting into this game is a 
slow process, especially if 
you're familiar with arcade- 
style driving games that tend 
to be rather more forgiving. 
Here, keeping to a racing line 
is essential because contact 


with anything off the track, 
such as rocks or banks, sends 
the vehicle into time-wasting 
spins or flips. Verges, on the 
other hand, are less danger¬ 
ous and clipping these does¬ 
n't have to be fatal, provid¬ 
ing the accelerator is eased 
off at the right moment. In 
this way it's possible to cut 
into corners, brush through 
foliage obscuring the view 
and come out the other side 
on a perfect line. 
Tremendously satisfying. 

Nevertheless, even keep¬ 
ing strictly to firm ground 
sometimes causes problems. 
Tracks tend to be very 
uneven and hitting the wrong 
lump sets the vehicle into a 
chain of events that quickly 
get out of hand. Caution is 
the key to success in general. 
Constant dabbing the accel¬ 
erator, steering and braking 
is the only way to take the 


lead (unless other drivers 
crash out on the first corner), 
but finding the right way to 
handle the controls takes 
time. It's easy to jerk the 
steering left and right too 
quickly and end up with the 
back end of your car sliding 
out of control. 

P]B 

All this careful driving 
malarkey may make V-Rally 
sound like an overly fussy 
game offering limited playa¬ 
bility, but nothing could be 
further from the truth. Just 
because driving games have 
tended to be handled in cer¬ 
tain ways in the past, this 
doesn't mean there's just one 
right way to approach the 
genre. Programmer 
Infogrames has come up with 
a game needing effort and 
skill to get any kind of results 
and is quick to punish lapses 
































Vehicle handling depends a great deal on whether a two or 
four-wheel drive machine is selected. Front-wheel-drive 

cars are much more stable 
as the engine naturally 
drags the vehicle around 
corners. Four-wheel-drive 
cars tend to skip all over the 
place but have massive 
po^r output and, with 
plenty of practice, power 
slides are more controllable. 





in concentration. Because 
getting the feel of the car is 
so demanding, pulling off 
power slides, controlling 
skids and just making it 
around one lap without a 
crash is very rewarding. 

V-Rally is the first game to 
write raw code directly to the 
chip set. And if you don't 
know what that means, well, 
it means graphics are fast and 
outrageously smooth. True, 
there's a little pop-up, but it 
hardly detracts from the 
playability of the game. 
Considering the slant 
towards realism the graphics 
remain good looking, and 
while backgrounds may seem 
a bit uninspired in compari¬ 
son to Rage Racer they still 
manage to capture the feel of 
each setting. Steeper climbs 
and drops would have been a 
good idea, but perhaps the 
true courses are like this. 

One of the most disap¬ 
pointing aspects of any rac¬ 
ing game tends to be the lim¬ 
ited number of tracks. No 
matter how polished a prod¬ 
uct is, when there are only 
three or four courses to 
choose from, longevity will 
inevitably be limited. V-Rally, 
however, boasts something 
like 40 separate stages as 
well as hidden cars and a 
superb two-player mode. 

Add all these features 
together and you have the 
best driving game available 
for the PlayStation. 





Whilst V- 

Rally MIGHT 
NOTBEAS 
INSTANTLY 
ACCESSIBLE AS 
OTHER ARCADE 
RACERS^ WITH 
AROUND 40 
TRACKS AS 
WELL AS HID¬ 
DEN CARS^ IT 
FEELS LIKE A 
VERY COM¬ 
PLETE PACK¬ 
AGE. 


^ -- 

I Opinion Hyper-sensitive controls, unforgiving car dynamics and 1 
I courses from hell make V-Rally a real pig to get into. Patience and perse- | 
j verance do reap big rewards however, as you discover a style of driving | 
j both hectic and amazingly satisfying. Packed with cars, tracks, modes and j 
I options, this game manages to fit neatly into the gap between arcade and j 
I simulation. Truly seat of the pants racing - run out and get it now. JM 1 
!_ I 





TESTED 





























































TESTED 


I 


90 




IT'S TIME TO 
SAVE THE 
WORLD YET 
AGAIN. 

There's 

SQUILLIONS OF 
MULTI¬ 
COLOURED 
ALIENS TO KILL 
AND LOTS OF 
AREAS TO KILL 
THEM IN. 
RECKON 
YOU'RE UP TO 
IT? 




ups on the PlayStation Ray 
Storm comes over as some¬ 
thing of a refreshing change. 
Surprising really^ since the 
concept is as old as the hills. 
Ah^ Just the thought of bat¬ 
tling your way through the 
enemy hordes is enough to 
bring on misty-eyed nostal¬ 
gia, transporting you to a 
time when Snickers were 
Marathons and afternoons 
were spent in front of a coin¬ 
op wiping sweat from your 
eyes and wishing you hadn't 
been so hasty with that last 
smart bomb. 



Ray Storm won't be picking 
up any trophies in the 
Vertical Scrolling Shoot 'em 
Up Innovation Awards. It 
knows the script and it knows 
it well, right from the story¬ 
line onwards. The hook the 
carnage is hung upon is the 



Release : 

: Tba 

Company : 

: Taito 

Price : 

: Tba 

Players : 

: 1-2 

Cenre : 

: Shoot'em up 







usual guff about saving the 
earth with our fair planet 
under threat from rebellious 
space colonies planning on 
blowing it to bits. But would¬ 
n't you just know it, earth has 
developed a special craft, the 
R-GRAY, which is launched in 
a 'last desperate mission'™ to 
defeat the colonies - 
Operation Ray Storm. R- 
GRAY, we're told, is actually 
made up of bits from 13 
other spacecraft which is 
ironic really, since the game 
is made up of bits from every 
scrolling shoot 'em up ever 
made. Yes, here you'll find a 
lone craft travelling through 
ever-more dangerous areas, 
collecting power-ups to 



increase firepower. You'll 
find thousands of pesky 
minor aliens, loads of mini¬ 
bosses sprinkled liberally 
throughout each level and, of 
course, the final level boss 
which is ever more difficult 
to destroy as the game pro¬ 
gresses. You'll even find a 
truly awful soundtrack. Well, 
if it ain't broke, don't fix it 
and this was never a formula 
in need of much fixing in the 
first place. 


AHSEITaIJ 


Getting into Ray Storm is like 
getting into bed, it's that 
familiar. However, it does 
boast at least one feature 
you won't find elsewhere, a 


lock-on laser attack which 
acts like a guided missile 
except for the fact the player 
dictates where it goes. It 
gives you the luxury of being 
able to lock onto several tar¬ 
gets at a time and popping a 
cap in up to eight alien asses 
on automatic mode. If you're 
Luke Skywalker and you want 
to do things manually, the 
game rewards your confi¬ 
dence by allowing a lock-on 
of up to 16. The difference 
between the two R-GRAYs 
you get to choose from is 
that the second - and more 
advanced - has a nastier lock- 
on laser. The R-GRAY's other 
weapons are the usual mis¬ 
siles which increase in width 

































mmmmimv. 

Since aliens attack from a variety of different 
levels your missiles will not be enough to save 
the planet. So using the lock-on laser needs 
to be learnt. You can use it in one of two 
ways. Either keep blasting or be more scien¬ 
tific by manoeuvring the sight, locking on to 
as many enemies as possible and experiencing 
the deep satisfaction of a multiple kill. 




Graphics ARE 

GORGEOUS^ 
ESPECIALLY IN 
THE SEASCAPE 
SCENES, 

Explosions 

ARE PRETTY 
TASTY TOO, 


and ferocity as power-ups 
are collected, as well as a 
Special Attack which is like a 
Smart Bomb except destruc¬ 
tion isn't guaranteed - just 
kind of, er, helped. 


IACTIOKBAPLSIITYI 


Ray Storm takes pity on its 
players and eases them gen¬ 
tly into the carnage with just 
a few ploppy aliens to use as 
target practice. The first 
level - set somewhere called 
Albion D.U - is a top-down 
cityscape view which is fairly 
basic stuff but toughens up 
toward the end with a real 
mean git of a boss. It gives 
way to Old Gaul City. No sign 
of Asterix, but plenty of trip- 
py wavey effects with sub¬ 
merged enemies and even 
dolphin-style aliens leaping 
from the waters and begging 
to be shot. By now things are 
becoming fairly busy and like 


most of these kind of games 
when things get hectic it gets 
a tad difficult to make out 
exactly what's happening. 
After all, take yer alien craft, 
their lasers; your craft, your 
lasers (at full strength), the 
various scenery, shrapnel, 
power-ups and probably 
even the odd packed lunch 
here and there and you've 
got a screen that's fuller than 
a really full thing. 

And here's the crunch. 
Because while all the on¬ 
screen activity means Ray 
Storm is action-packed it also 
has a double-edged knock-on 
effect: Firstly, with so many 
bits and pieces around at the 
same time the game can slow 
down. In fairness it doesn't 
happen often - and it's usu¬ 
ally a blessed relief from the 
constant onslaught - but 
when it does it's like trying 
to steer your spaceship 



through treacle. Secondly, it 
gets very difficult to see 
exactly what's going on. 
Nevertheless, these are 
minor quibbles since overall 
the gameplay is fast, frantic 
and generally superb and 
after all, what's a little slow¬ 
down when the game looks 
this good? 

Shaw SS SSS 
mUm 

The number of levels coupled 
with the fact that, though 
easy at first, they soon get 
really nasty, means there's 


gameplay by the skipload 
here, and you won't be dis¬ 
carding it after one session. 

A limited amount of contin¬ 
ues ensures maximum frus¬ 
tration but it also means the 
game can't be completed in 
one sitting, so it's lots of late 
nights for you shoot 'em up 
fans. And, once the Arcade 
mode has been mastered 
there's an extra mode which 
is basically the same but 
includes maps and is just that 
bit more demanding. As you 
can see, there's a lot here to 
occupy your time. 


It's Decision 

TIME, FANCY 
THE Red 
CRAY OR THE 
Purple one? 
Each HAS ITS 
OWN CHARAC¬ 
TERISTICS^ SO 
PICK WISELY, 



^ -1 

I Opinion /Pa/Sform is just what we needed for the grey marvel: a i 
j vertical scrolling shoot 'em up in the traditional mould given a glossy j 
I PlayStation sheen. Tough and demanding without being off-putting, it's j 
I bound to appeal to hardcore fans and newcomers alike by mixing fast i 
j furious action with great graphics and highly addictive gameplay. OK, it's j 
■ not new or original, but if it's solid arcade blasting carnage you crave, get j 
! it bought. AH i 

!_I 


. Graphics.:,BA 

Animation : 82 
''''SoundFX:^ 

. M.usic.i.BS 

Lastability :B6 
Playability : B9 
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Baron Von 
Blubba is 

ENCAPSULATED 
IN A HUGE 
BUBBLE AT THE 
END OF THE 
FIRST STAGE. 

All that 

REMAINS IS TO 
POP THE BUB¬ 
BLE AND COL¬ 
LECT THE HUGE 
GEM AS A 
REWARD. 


ubble Bobble 2 
is the video 
game equiva- 
lent of a teenage 
girl's bedroom: everything is 
pastel-coloured and pretty. 
Gone are the black backdrops 
of the first Bubble Bobble, 
and the simply sketched 
sprites have also been 
replaced in favour of charac¬ 
ters out of a My Little Pony 
comic. Yep^ after Acclaim's 
Bubble Bobble compilation. 
Virgin has dragged Taito's 
arcade classic into the 90s. 

Bub and Bob are two of the 
most endearing characters in 
gamedom. Unlike, say. Sonic 
whose charm has been erod¬ 
ed after a handful of weak 
games, Taito's Bubble Bobble 
series are synonymous with 
quality. The first Bubble 
Bobble was an immediately 
playable platformer, while 
Rainbow Islands was hailed an 


Release : June 


Company: Virgin 
Price: £34.99 


Players : 1 -2 
Genre: Platform 


instant classic thanks to its 
superbly devised stages and 
perfect difficulty level. Even 
the weakest of the trilogy. 
Parasol Stars, made compara¬ 
ble platform games look dull. 
Now, with retro fever in full 
swing. Virgin is cross-polli¬ 
nating 'something old' with 
'something new', for a game 
drawing its inspiration / 

from past Bubble Bobble / 
outings, and adding the [ ^ 

aforementioned sugar- 
coated levels. \ 


liOOKSBrAiilLlAH 


Bubble Bobble 2 is spread 
across 120 flick-screen stages 
lifting ideas from other 
games in the series and 
upping the ante in virtually 
every department. Bub and 
Bob, the two mainstays of 
the series, are now joined by 
Kululun and Cororon, two 


female adventurers, 
addition to adding 
sexual equality to the series, 
the girls are used to add 
extra skill to the basic bub¬ 
ble-blowing idea. Bub (now 
renamed Bubblum and famil¬ 
iarly green-skinned) is the all- 
rounder, while Bobblum is 
armed with fast-powered 
bubbling skills. Kululun and 


Cororon, on the other hand, 
specialise in high jumps and 
faster speed respectively. 
While these individual skills 
are a notable addition to the 
game, in practice they make 
little difference, as the con¬ 
trol problems associated with 
the series are annoyingly pre¬ 
sent. Bubble Bobble used to 
have a teeth-grinding foible 


































































mamiimims 


Acting as the final obstacle 
of each themed world are 
bizarre bosses. These also 
tie in with the look of each 
stage, and range from bat¬ 
tleships through to bizarre 
Geisha girls who turn into 
statues, and the return of 
Baron Von Blubba from the 
first Bubble Bobblel Each 
boss follows a basic pat¬ 
tern, and located within 
each boss room are magic 
bubble potions. These 
endow the bubbling pair 
with lightning, whirlwind or 
water bubbles (among oth¬ 
ers), and these must be 
used to kill the bosses as 
they career around the 
screen. The state of the 
boss is determined by an 
energy bar at the top of the 
screen, and once this is 
whittled away they are 
finally ensnared in a buble 
ready for popping - and 
bonuses galore! 





(1 -3) The bosses are tied in 

WITH THE GRAPHICAL THEME OF 
EACH STACE^ INCLUDING SPACE 
INVADERS AND A ROBO- CODZILLA, 






where bubbles would be slow 
in coming as the player pum¬ 
melled the button while a 
meanie approached. 
Incredibly, the problem 
returned in Rainbow Islands. 
This video game equivalent 
of a curse is now found in 
Bubble Bobble 2. Still, at least 
Taito are consistent. 


SaMsI 


[iBH laiiBEH 


The sequel's levels are played 
within a succession of single¬ 


screen play areas. Within 
these, platforms are used to 
create symmetrical designs 
and words, and upon these 
the game's many deadly ene¬ 
mies can be found. The flimsy 
plot details how Bubblum and 
CO have been turned into - 
wait for it - dinosaurs by the 
latest chief bad guy and his 
cohorts. As such, the game is 
spent trying to reach the big 
boss" lair to break the 
spell. The basic aim is 
thus to use the dinos' 
bubbling skills to cap¬ 
ture the said meanies 
and jump up to pop 
the bubble, thus killing 
the trapped creature. 

But, hey, you probably knew 
that already. 

\Nhere Bubble Bobble 2 
scores brownie points is in its 
use of ideas from past Bub 
and Bob adventures. As well 
as the standard bubbles, old 
favourites including the 
water and lightning-filled 
spheres make a return, while 
fans of the series will recog¬ 
nise a colourful sphere which 
drops rainbows. In keeping 
with the 'something old, 
something new' idea, Taito 
has also thrown a host of new 
ideas in, including a mini-tor¬ 
nado bubble. 



Opinion Bubble Bobble 2 follows the basic sequel route inch by inch. 
It has more levels, more bosses, better graphics, more characters, and 
pinches liberally from past games while adding dozens of new ideas to 
the mix. In fact, if you got a die-hard Bubble Bobble fan to write a wish list 
of ideas for inclusion in the next game. Bubble Bobble 2 would fulfil their 
criteria. Yet, somehow, the sequel has also suffered as a result of the 
additions. The level designs and new power-ups slot in effortlessly, but 
the graphics are often confusing and the control method - which is incred¬ 
ibly simple - still has faults associated with the first, ten year-old game! 
Frankly, Bubble Bobble 2 is stuck between a rock and hard place. It isn't 
going to convert anyone unfamiliar with the series as it still looks dated 
and decidedly 16bit, leaving it as the sole salvation for die-hard 
fans of the series. And how many of those are left? SM 


Worlds 


Bringing a game 
as simple as Bubble 
'Bobble up to date is dif¬ 
ficult, and Bubble Bobble 2 is 
actually weakened because of 
Its lick of paint. The mixture 
of platform layouts and the 
creatures within is well bal¬ 
anced. However, the levels 
sport themes, and this is 
where the problems begin. 
Each stage spans seven or 
eight levels, and on defeating 
the boss presiding over them 
doorways appear offering a 
choice of routes. The worlds 
on offer are based on sunny 
days, TVs, Taito games, and 
vegetables - and the back¬ 
drops, baddies and bonuses 


all reflect this. Sadly, with the 
pastel colours used for both 
the backdrops and sprites, 
when the screen gets packed 
with aliens and bubbles of all 
descriptions, lives are often 
lost as meanies appear from 
nowhere! Add this to the 
aforementioned niggles with 
delayed sprite reactions and 
you can hear the sound of hair 
being pulled out over the 
screams of frustration. 


Graphics, :_7S . / 

Animation : 64 / mK 

Sound FX: 695^ . ( m #■ 

. M,usic,:,6S .\ K HjBF 

Lastability : 72 . fg 

Playability : 76 
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B4 


Agent 
Armstrong IS 

YOUR STAN¬ 
DARD WHOLE¬ 
SOME HERO 
OUT TO SAVE 
THE KNOWN 
WORLD 
AGAINST ALL 
ODDS. 


here have 
been a couple 
of attempts to 
produce 

Comma/Tc/o-style shoot'em 
ups on the PlayStation, but 
considering what the 
machine is capable of, these 
have proved quite a disap¬ 
pointment. Lone Soldier from 
Telstar and ContraiLegacy Of 
War from Konami were both 
let-downs in the playability 
stakes. Noyn, Agent 
Armstrong from Virgin is the 
latest in line to take a shot at 
the old 'one man and his gun 
take on the world' scrolling 
blast. Pure arcade action. 


Fisklish 


It's 1930 and the world is 
under threat from a mysteri- 


Release : August 
Company : Virgin 
Price : £TBA 
Players : 1 

Genre : Shoot 'em up 


ous organisation known only 
as the syndicate. Bearing 
more than a passing similari¬ 
ty to the Nazis, these fiends 
are somehow set on world 
domination. Cue flat-topped 
central hero Agent 
Armstrong - the toast of the 
British Secret Service. God 
knows how this one man can 
save the day, but it's guaran¬ 
teed there will be plenty of 
casualties along the way. 

Those familiar with the 
genre will know not to 
expect anything over-compli¬ 
cated from Agent Armstrong: 
Rush about shooting enemies 
and mechanised weapons, 
avoid a constant barrage of 
projectiles, complete a few 
basic mission tasks and move 
on to the next level. At vari¬ 
ous points in the game action 
switches to a set area where 
a large boss confronts the 
player. Nothing new or star¬ 
tling, but if handled the right 
way games built on this for¬ 
mula can prove solid fun. 




After spending some time 
grappling with the awkward 
and unfamiliar control sys¬ 
tem, Agent Armstrong starts 
out in quite promising fash¬ 
ion. Graphically most aspects 
of the game are pleasing 
enough. Take the sprites for 
instance. Armstrong himself 
moves nicely and has been 
given the quaint charm of a 



























Double! 


PaUltI 


Overall these slight graphical 
faults don't detract too much 
from the game. 
Unfortunately there are 
other problems affecting the 
way the game plays. It's pos¬ 
sible to fire weapons in all 
directions, including up and 
down, which is great for 
accuracy, but leads to a 
drawback - an inability to 
shoot while running. This 
means action stutters along 
ratherthan being fluid and 
travelling at a constant 
breakneck speed.Because 
avoiding gunfire and shoot¬ 
ing become two separate 
actions, this also Increases 
the difficulty, which is pretty 
damn tough in 
the first place. 

Also annoying is 
the lack of a shad¬ 
ow beneath Agent's 
feet. Had this only 
affected 
appearances 
there'd be 
no prob¬ 
lem, but 
without 
this little 
touch it 


Opinion Mindless blasting, puzzles a small child could figure out 
and daft graphics make Agent Armstrong a game not to be taken too seri¬ 
ously. This is strictly an arcade blast and as such it's not bad. Special 
effects are big, loud and colourful, sprites have a style of all of their own 
and everything moves at a fair rate. However a few niggles, such as not 
being able to shoot on the move, the ease at which Agent falls off ledges 
and loading times let the game down. JM 


becomes very difficult to 
judge exactly where the char¬ 
acter is standing in relation 
to other objects. 

Jumping from ledge to 
ledge, or simply lining the 
character up with something 
like a rope bridge is overly- 
complicated and con¬ 
sequently frustrating, 
ome of the dock lev¬ 
els include a rather 
attractive sea effect, but 
this is marred as 

Agent con¬ 
tinually 
plops into 
the water. 
Having 
said all of 
that 
Agent 


Armstrong still has good 
points to offer. Thirty levels, 
each a reasonable length, 
shouldn't be sniffed at. 
Missions can be quite 
absorbing too, with a variety 
of tasks to complete. There's 
one where the player must 
abort the launch sequences 
of a batch of V2 bombs. 
Action becomes much more 
platform-based and the sec¬ 
tion Involves loads of huge, 
attractive explosions. 

What this ail boils down to 
is that Agent Armstrong is a 
playable game suffering from 
a few faults that should have 
been ironed out in testing. 
It's fun for a while but lacks 
the ingredients to make it a 
classic example of the genre. 


FIRIPOWIR _ 

As we all know a Secret Agent is nothing without a suitcase 
full of deadly weapons at his disposal. Agent Armstrong can 
pick up flame throwers, missile launchers, grenades, gas 
bombs, wireless bombs and a whole bunch more besides. 
There's also no limit to the number of different special 
weapons that can be picked up, although ammunition is lim¬ 
ited, and these are easily scrolled through using shoulder 
buttons. It's possible to shoot in four directions, diagonal, 
upwards and downwards. Getting to grips with each weapon 
is tricky at first, but developer King Of The Jungle has 
thoughtfully made Agent Armstrong spray in small arcs. 


. Graphics :79 . / ■■ ■■■ 

An/mat/on : 77 / 

Sound FXiBO f m 

. Music : B6 . \ m UM 

Lastability : 76 . 

Playability : 74 


connect properly with 
uneven surfaces. 


Runaround 

AND SHOOT 
LOTS OF PEO¬ 
PLE. Not 
MUCH OF A 
BRAIN STRAIN 
BUT THEN 

Agent 

Armstrong 

IS STRICTLY 
ARCADE. 


black and white film star. 
Adversaries are well 
designed using a unique 
chunky style giving them a 
three-dimensional feel. 
Explosions and special 
effects are meaty and satisfy¬ 
ing, especially mota fire 
which takes up most of a 
screen and is dazzling. 
Polygons such as gun 
emplacements and vehicles 
are solid enough, although 
the scenery itself is some¬ 
times a little dull and lifeless. 
Waterfalls, for instance, con¬ 
sist of static blocks and are a 
wasted opportunity. 
Interaction with the environ¬ 
ment is not perfect either, 
with Armstrong failing to 
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Op ini. OB You don't ask for much in this life, but you do expect a 
video game to have at least the tiniest semblance of excitement. Speed 
King doesn't know this. It thinks that if it looks similar enough to every 
other futuristic racer you will take it to your hearts. You won't though, 
because it's slow, boring and will occupy precisely three minutes of your 


I time. Take it from me, boil an egg instead. AH i 

I_I 


As YOU CAN 
SEE FROM THE 
SHOTS HERE^ 

Speed King 

INVOLVES 
CHASING 
ABOUT FUTURE 
ISTIC ARENAS 
AND TRYING TO 
CATCH ANOTH¬ 
ER... OOPSj 
SORRYj FELL 
ASLEEP JUST 
THEN. 


. Graphics .40. / tKKfKI ^ 

Animation : 55 / MK 

' SoundFX:7^ . ( #■ ■■ 

. Music z JO .I 

Lastability : 42 
Playability: 50 


maginea 
bizarre paral- 
lei 

where racing 

games don't exist. There's no 
WipEout2097, no Formula 7, 
no Rage Racer, no Destruction 
Derby. Nothing. 

If Speed King were to be 
introduced into this parallel 
world it would be hailed as 
some kind of classic. Fast, 
we'd froth; exciting, differ¬ 
ent and innovative. But this 
isn't a parallel universe. This 
is real life, racing games do 
exist and Speed King won't be 
hailed as any kind of classic at 
all. Oh. 

It may be a conversion from 
the Road Rage coin-op, but 
basically it's a 
WipEout c\one. 

The player 
gets to 
choose 
a 


high-tech vehicle before 
throwing it around the usual 
cluster of futuristic tracks. 
Nothing new there, so it 
won't surprise you to learn 
there's the normal choice of 
Speed Race, Time Attack, 
Battle or Free Run modes. 
While racing, steep corners 
are best negotiated using 
flaps which bank the player's 
craft and mastering their use 
is vital for mastering the 
Speed King experience. 

Will you want to? Probably 
since it has more 
than Claire 
s postbag. Not only 
it suffer by comparison 


to the likes of WipEout and 
friends, it also fails to per¬ 
form in its own right. The 
graphics are prehistoric, it's 
downright sluggish at times 
and - worst of all - it's just 
not very exciting. There are 
some things a player can put 
up with but boredom isn't 
one of them. Additionally, 
once the steering's been 
sussed the game is too easy 
to sustain much interest. 
Even in the difficult mode it 
won't take long to beat all 
comers on all tracks. Put sim¬ 
ply, this world - already 
awash with racing titles - can 
well do without Speed King. 


Release: Out Now 
Company: Konami 
Pr/ce : Import 
Players: 1 
Genre: Racing 
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Evg 


f Ray Tracers 
appeared on 
Stars in Their 
Eyes it would say, 
"tonight Matthew, Tm going 
to be... Chase HQ\" The two 
games, you see, are some¬ 
what similar. And if you 
remember Chase HQ, youTI 
remember it involves driving 
a car at breakneck speed, 
catching baddies and knock¬ 
ing seven bells out of them 
until they give up. Er, which 
is what you also have to do in 
Ray Tracers. 

The difference is that 
instead of regular cars, Ray 
Tracers'criminals are driving 
a crazy selection of vehicles 
including armoured cars, an 
attack helicopter, a Harrier 
jumpjet and a gigantic crane. 
Tracks are also tortuous and 
spectacular, with plenty of 
pesky hazards, leaps and 
obstacles, making for a stunt- 
filled car chase. 

The player's motor survives 
all this punishment without 
getting a scratch, meaning 
other innocent vehicles can 
be smashed and destroyed 
for bonus points, as can the 
various oil drums, piles of 
wood etc. left all over the 
road. Turbo boosts are also 
available giving a short burst 
of crucial speed to help the 
player reach the next check¬ 
point or get that last hit to 
blow up the enemy before 
time runs out. 

It's all presented with a 
cool Manga film feel, with 
pictures of the player's char- 


Release: August 
Company: SCEE 
Price : £34.99 
Players: 1 
Genre: Racing 



acter (there are four to 
choose from, each with their 
own car), and the dispatcher, 
as well as occasional speech 
effects ("Full power!" "Now 
for the final blow!") from 
both of them to add a bit 
more cartoon atmosphere. 
The result is a rip-roaring 
slam-bang racing game which 
moves very quickly for a PAL 
conversion, piling on the 
tension and containing a lot 
more action than your aver¬ 
age game. 

Longevity though, is a 
major problem. There are 
only six levels in the game, 
and while they get tougher as 
the game progresses, the 
whole thing is over depress- 
ingly quickly. 

A time trial mode has been 
included with four tracks, so 
players can try and beat their 
fastest lap times, but even 
with the option of duelling 
with another car, it doesn't 
add much to the staying 
power of the game. A great 
but short-lived experience, 
this is best suited to gamers 
with very deep pockets. 



I-1 

I Opinion if you're a big fan of car chases, then Tracers might look I 
j like the game for you. Sadly, while it has its fair share of tyre-screaming, j 

■ car-jumping action, the game is over so quickly it's criminal. Taito has ' 

I tried to increase the longevity by adding a time trial mode, but it's not i 

j enough to keep the decent gamer occupied for a very long time. A real | 

j shame because this is a great little game, but sadly too little to justify j 


I paying out over thirty quid for. DB i 

I_I 




































The/n-came 

CAMERAS 
OFFER TV^ 
STYLE PRESEN¬ 
TATION AS 
THEY TRACK 
THE MOVING 
BALL AND PAN 
AROUND TO 
OFFER THE 
BEST POSSIBLE 
VIEW OF EACH 
SHOT. 


am Tiger 
Woods. Well. 
OK. I'm 
actually Tiger 
Woods, but I'm better than 
him. In fact. I've just taken 
$15.000 off him in a Skins 


match. Yes. once again, it is 
golf season, with 
Gremlin returning 
to the green with 
a spruced-up 
sequel to Actua 
Coif. Along with 
the addition of 
Tiger and a sup¬ 
porting cast of 
famous golfers. 
Gremlin has 
added six brand 
new courses, 
enhanced the ball 
logic to incorpo¬ 
rate spin and lobs, 
and thrown in a 
secondary com¬ 
mentator just for 
good measure. 
Actua Golf\s still 
recognised as the best golf 
game in an uninspired bunch. 
In all honesty, there is very 
little to split the PlayStation 
golfing pack, as each uses a 
variant of the same control 
method, with just the 
licences and course detail 
offering any variety. Actua 
Golf, however, was the most 
polished, and this sequel 


MAiKcamsis 

The six courses are a 
mixture of real and ficti¬ 
tious greens. The 
Oxfordshire plays host 
to the B&H Open, while 
Carnousties is set to 
showcase the British 
Open in 1999. and 
Kiawah Island is a PGA 
venue. The rest have 
been concocted by 
Gremlin's development 
team, including a rather 
nasty 'Gremlin 
Interactive Variety' 
course peppered with a 
random selection of 
interesting holes. 


Release : July 
Company: Gremlin 


P/'/ce : £44.95 
Players: 1 
Genre: Sports Sim 





The HAZARDS 
AREAS PLENTI¬ 
FUL AS EVER^ 
WITH THE 
ORIGINAL 
COURSES MAN¬ 
AGING TO BE 
EVEN MORE 
DEVIOUS THAN 
THE REAL ONES 

Gremlin has 

COPIED. 


Opinion Actua Golf 2 is as user-friendly as golf games come. The 
wealth of cameras add TV-style presentation, while the motion capture 
and 3D courses add realism. The main problem with Actua Golf 2, howev¬ 
er. is that the majority of additions are purely cosmetic. Yes. the ball 
logic is noticeably better. But surely it is time to tinker with the control 
system? The all-too-familiar power bar does not reflect the skill of the 
real thing, and while Actua Golf 2 is the best of its kind it also represents a 
missed opportunity. SM 


shines even more. 

Nevertheless, while Acfua 
Golf 2 gleams, its control 
method is as familiar as ever. 
Once again, the skilful game 
is reduced to pressing the X 
button at the right time. Golf 
is an incredibly complex 
sport, requiring timing and 
precision on the player's part. 
Pressing the X button when a 
power bar reaches a set point 
on a gauge does not com¬ 
pare. Yes. the shots are sliced 




if the correct point is missed, 
but surely a more precise 
control system should be 
attempted? Ah well, despite 
a lack of initiative. Actua Golf 
2 can still claim to be the 
best golf game available for 
the PlayStation. But in such a 
limited field, it's hardly 
something to crow about. 


. Graphics : Q6 . / 

Animation : 87 / 

Spunc/'PX ( |K 

. Music : 62 \ 

Lastability : 82 
Playability: 84 
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Who cares if 

THE GRAPHICS 
ARE LESS ARTY 
WHEN there's 
ALL THIS COOL 
STUFF TO DO? 

Think I'LL 
BUILD ME ONE 
MORE BASE 
BEFORE BED¬ 
TIME. 



ommand and 
Conquer might 
have 

gamers a thirst for 
action-filled strategy^ but 
Warcraft2 offers the thinking 
gamer a lot more in terms of 
planning campaigns of war. 
Set in a fantasy world, the 
player can take the side of 
humans or ores as they fight a 
war for ultimate supremacy. 
Here, resource management 
plays a greater part than 
Command and Conquer, with a 
lot more emphasis on plan¬ 
ning the building of your base 
and units. 

The 52 missions in the 
main campaigns involve far 
more than merely conquering 
the enemy. Often it's simply 
a matter of constructing 
buildings in orderto help the 
war effort and planning in 
which orderto build things is 
also important. This planning 
aspect doesn't make the 
game dull however, because 
there's plenty of action to be 
had. The enemy wants 
resources too, and won't give 
them up without a fight. The 
inclusion of sea combat 
brings another level to the 
game, since no place is safe 
from the conflict. 

This is a superb game, with 
plenty of things to do and 
build, and lots of well- 
designed levels. By including 
a custom scenario mode the 
lastability is increased 


Release : Out now 
Company: EA 
Price : £44.95 
Players : 1 
Genre : Strategy 



A MOUSE 
WOULD HAVE 
THINGS EASIER 
WHEN IT 
COMES TO 
POINTING AND 
CLICKING. 


Opinion imagine Command and Conquer with 
more depth (but worse graphics) set in a fantasy land 
you'll have a fair idea what Warcraft 2 is all about. 
The action isn't as fast and furious as C&C, but there's 
so much to do in the game you won't notice. True, you 
can't use a mouse, and that makes things fiddly at 
but this is still going to draw you in and keep 
playing for ages. Highly recommended. DB 


Tut. It's 

ALWAYS THE 
SAME. Just 
WHEN YOU 
THINK THE 
game's ALL 
PLANNING AND 
BUILDING THE 
ENEMY 
ARRIVES. 


immeasurably, with the play¬ 
er being able to create their 
own levels so that the fun 
need never end. The graphics 
aren't up to much, but the 
gameplay is so engrossing 
and the sound so good that 
the looks aren't noticed any¬ 
way. The lack of a mouse 
option though is really quite 
unforgivable, since these are 
the kinds of games for which 
a mouse is ideal. What's 
more, a two-player link up 
mode would have made this 


something of a classic. As it 
is, this a brilliant strategy 
game with enough action and 
depth to have any armchair 
general rubbing their hands 
with glee. 


Graphics : 

:74 

Animation : 

:72 

Sound FX: 

82 

Music : 

;86 

Lastability : 

:92 


Playability : 86 
































You CAN 
BOUNCE 
AROUND ALL 
YOU LIKE iN 

Test Drive: 
Off Road. 
Thenacain^ 
there's bet¬ 
ter WAYS TO 
BOUNCE 
AROUND. 




I-1 

I Op ini. 0X1 If I ever have a nightmare about racing games^ then Test I 

I Drive: Off Road wiW probably feature heavily. The reason being that not | 

I only is this game devoid of excitement and playability^ but it features j 

I some of the worst pop-up ever seen on the PlayStation. Not even worth a i 


I look for novelty value^ this is a great definition of a waste of time. DB I 

I-1 


Test Drive:Off Road 


fterthelack- 
lustre Hardcore 
4x4 and Monster 
Trucks comes the 
next attempt at making a 
good game out of the idea of 
taking cars with big wheels 
'off reading'. Unfortunately, 
Eidos' effort manages to be 
the worst game of the bunch. 
The premise is quite an inter¬ 
esting one though, with races 
taking place on a variety of 
harsh terrain with four differ¬ 
ent vehicles (a humvee. Jeep, 
Land Rover and pickup truck) 
to choose from. The twist is 
each course has a number of 
checkpoints which have to be 
passed in numerical order 
before a lap can be complet¬ 
ed. This means players can 
create their own shortcuts as 
they race, since the whole 
game area can be driven on. 
It's a sound idea which, 
sadly, doesn't work because. 


since the checkpoints have to 
passed in order, the best you 
can do is try and cut corners 
creatively. And to make mat¬ 
ters worse, the graphics are 
truly awful. 

Cars and scenery don't look 
too bad, but the pop-up Is 
atrocious. If you've ever 
wanted to demonstrate what 
pop-up is, then gather your 
mates round Test Drive:Off 
Road, because it's possibly 
the best (meaning the worst) 
example of scenery appear¬ 
ing out of nowhere on the 
PlayStation. At times it's so 
bad that you have to keep 
your eye on the in-game map 
just so you know where 
you're going. In Its favour, it 
does move very quickly for an 
off-road game, and there are 
a few nice jumps to make, but 
the overall impression is of a 
substandard product that is 
best left well alone. 


It's DIFFICULT 
TO SHOW POP¬ 
UP HERE so TO 
FIND OUT HOW 
BAD IT IS, CO 
OUT AND BUY 
THE CAME. ER, 
ON SECOND 
THOUCHTS... 


Release : Out now 
Company : Eidos 
Price : £39.99 
Players : 1-2 
Genre : Driving 




Graphics : S2 
Animation : SO 
Sound FX: 63 
Music : S7 
Lastability : 42 
Playability: 49 
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Gamester System Bag AND Gamester 1Mb Memory 
Card* when you SUBSCRIBE to Britain's Best-selling 
Independent Guide to the Sony PlayStation** 



to 


receive 
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Telephone.Date. 

Signature. 

Date of Birth. 

(parent or guardian's signature if under 18 years) 
further offers/information from Emap Image please tick box D 
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Expiry Date. 
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Just what the bowl of bran is the best multi¬ 
player game on the PlayStation anyway? And what 
score did we give Resident Evil? And how can you settle 
that bet you made about the number of PlayStation games with 
NBA In the title? All these questions and more answered in what 
can only be described as a fully comprehensive ‘guide’. 


mjoMm. 


i2i 


This ICON SHOWS 
THE NUMBER OF 


PLAYERS THAT CAN COMPETE 
AT THE SAME TIME. 

B This icon indicates 

WHETHER THE TITLE 
USES A MEMORY CARD TO 
SAVE GAMES TO. 

Does THE CAME HAVE 
A TWO-PLAYER LINK¬ 
UP OPTION? It will if this 
ICON IS TICKED. 


Some STRATEGY 
GAMES AND SHOOT 
'EM UPS SUPPORT THE 
MOUSE. 

This will show if a 

GAME IS MULTITAP 
COMPATIBLE. SOME CAN 
SUPPORT TWO MULTITAPS. 
CAME USES SPECIAL 
CONTROLLERS^ SUCH 
AS THE NeCCON, steering 
WHEEL AND LIGHT CUN. 



E 



ilTMf 

pm 

CBMPAHY 


B 

B 

m 


B 

2XTR[M[ 

E44.93 

SCEE 


1-2 

✓ 




3Bl[MMIHES 

m.93 

PSYERBSIS 


1 

✓ 


✓ 


Acm naif 

E44.99 

EREMIIR 


h 4 

✓ 




AETUA SBEEIR 

E44.99 

EREMIIR 


1-2 

✓ 




AETBA SBEEIR: ElBR EBITIBH 

E44.99 

EREMIIR 


12 

✓ 




ABIBASPBWERSBEEER 

E44.99 

PSYERBSIS 


1-4 

✓ 



✓ 

ABIBASSBEEERIHr‘S7 

E44.95 

PSYERBSIS 


1-4 

✓ 



✓ 

AEIIEWARRIBR 

E33.99 

VIRCIR 


1 

✓ 




AIREBMRAT 

E3a.99 

RAMCB 


12 

✓ 




AIVEIBIBTIBHEIBBAI 

E44.99 

SCEE 


1 

✓ 


✓ 


AUER TRIIBEY 

E44.9S 

ACCIAIM 


1 

✓ 




AIBREIH THE BARK 

E33.99 

IREBCRAMES 


1 

✓ 




AHBRETTIRAEIRE 

E44.99 

EA 


1’4 

✓ 

✓ 



ABBARABT’S HBIIBAY 

E33.99 

SCEE 


1 

✓ 




AREA 51 

E44.99 

ET 


12 



✓ 


ASSABITRIES 

E44.99 

PSYERBSIS 


1-2 

✓ 

✓ 



ATARI EBUEETIBR 

E44.95 

ET 


1-2 

✓ 




AYRTBR SERRATE KART BBEl 

E44.99 

PRIIIPS 


1-2 

✓ 

✓ 



BAllBlAIER EHAMPIBRS 

E44.99 

ACTIIISIBR 


1-2 

✓ 




BATTIEARERA TBSHIRBER 2 

E43.99 

TAKARA 


1-2 

✓ 




RATTIESTATIBRS 

E44.95 

EA 


1-2 

✓ 




RATMAREBREVER 

E44.99 

ACCIAIM 


1-2 

✓ 




BEBIAM 

344.99 

ET 


1 

✓ 


✓ 


RIEHBRTBASEBAll 

E44.99 

ACCIAIM 


1-2 

✓ 




RIAEKBAWR 

E44.99 

VIRCIR 


1 

✓ 




RIASTEHAMRER 

E44.99 

ACTIVISIBR 


1-4 

✓ 



✓ 

RIAM! MAEHIREHEAB 

E44.99 

CBREBESIER 


1 

✓ 




RIA2IRE BRAEBRS 

E44.99 

RME 


1 

✓ 




RREAKPBIRT 

E44.99 

BCEAR 


1-4 

✓ 

✓ 


✓ 

RRBKERSmRB 

E44.99 

SCEE 


1 

✓ 


✓ 


BBRRIRERBAB 

E44.99 

EBRSBFT 


1-2 

✓ 

✓ 



RBBRIE RBRRIE PAEK 

E44.95 

ACCIAIM 


1-2 

✓ 




RBSTAMBVE2 

E23.99 

ACCIAIM 


1-2 

✓ 




EARRAEE HEART 

E34.99 

SCEE 


1-2 

✓ 




EASPER 

E44.95 

IRTERPIAY 


1 

✓ 




EHEESYTHEMBBSE 

E44.95 

BCEAR 


1 

✓ 




EHESSMASTER BB 

E44.95 

EA 


1-2 

✓ 




CinBFTHElBSTCHIlBRER 

E44.95 

PSYERBSIS 


1 

✓ 




EBMMAHB ARB EBRBBER 

E44.99 

VIRCIR 


1 

✓ 




EBRTRA:IEEAEYBEWAR 

E44.95 

KBRAMI 


1-2 

✓ 




CBBl BBARBERS 

E44.99 

SCEE 


1 

✓ 




CRASH BARBIEBBT 

E44.99 

SCEE 


1 

✓ 




CRITICBM 

E44.99 

IMACIREER 


1-2 

✓ 




ERBYY2 

E44.99 

ACCIAIM 


1 

✓ 




CRBSABER 

E44.95 

EA 


1 

✓ 




CRYPT KIllER 

E44.99 

KBRAMI 


1-2 

✓ 




CYRERSIEB 

E33.99 

RAMCB 


1-2 

✓ 





m 


urn HUH 


SBElilSSlS 


IIEHTEUH 


EBMMm 


SEBBl 


Poor sequel to Extreme Games which offers few improvements. 

Smart 3D graphics but uninteresting and awkward gameplay. 

Cyber golf at its most realistic. The best golf game on the PlayStation. 
Slick 3D graphics are eclipsed by flawed gameplay. Nice, but dated. 

The same Actua Soccer with the premier teams. Too little too late. 
Another football game which favours cool graphics over gameplay. 
Decidedly AVERAGE follow up to Adidas Power Soccer. 

Challenging but neat arcade-style aircraft-based shoot 'em up 
Tedious, lacking depth and variety even in two-player mode. 

Enjoyable if somewhat overwhelming resource management sim. 

An excellent Doom clone which captures all the scares of the films 
Interesting puzzles fail to make up for the game's dated presentation. 

A LIGHTWEIGHT ALTERNATIVE TO THE FANTASTIC FORMULA 1 . 

Environmentally friendly underwater adventure that is frankly dull. 

A BLAND SHOOT 'EM UP BASED ON A BLAND ARCADE CAME. 

A NICE IDEA WHICH IS TOO SIMPLE AND EASY FOR ITS O WN GOOD. 

Retro-gaming compilation with dubious appeal. 

Substandard racing action from Philips. Avoid at all costs. 

Fast furious and fun future football game played with spaceships. 
Visually superb but lacking any real meaty substance. 

Original but badly executed naval warfare game. 

Beat 'em up boredom in the extreme. Even if you're a batfan, beware. 

A MOUSE PROVES INVALUABLE FOR THIS FRANTIC TACVCAL BLASTER. 

A PRETTY GOOD ADAPTATION OF A FAR FROM THRILLING SPORT. 

The EQUALLY GOOD SEQUEL TO THE EXPLOSIVE ACILE WARRIOR. 

Anyone for a game of futuristic tag? I thought not. 

Initially confusing but ultimately gripping 3D blaster. 

Good Humoured if sometimes laborious graphic adventure. 

A PLEASANT ENOUGH TENNIS GAME, ALTHOUGH THE MOVES AREN'T INTUITIVE 

Superb POINT AND click adventure, with a strong story and atmosphere. 
The PlayStation equivalent of Daytona USA. Good gameplay and looks. 
One of the best retro collections to date, offering two games in one. 
One of the cutest, most incredibly addictive puzzle games of all time. 
Build robots, then turn them loose to fight in this strategy game. 
Aimed at the younger player, nice graphics but very average. 

The AWFUL main sprite hides some great platform action. 

Tough chess sim, but only for those with nobody to play. 

Graphically briluant but incredibly annoying adventure game. 

Conquer the world in this fast-paced strategy game. A classic. 

3D VERSION OF the CLASSIC KONAMI SHOOT EM UP. SOLID BLASTING ACTION. 
You CAN'T PLAY TWO PLAYERS, BUT THIS IS BRILLIANT SNOWBOARDING FUN. 

Frustrating it might be, but this is one of the best platformers around. 
Great graphics, but this 3D Beat 'em up still loses out to Tekken. 

Dire fighting game based on the movie which should be left well alone. 
Top-notch shooting and exploring action in this lone commando game. 
Possibly the worst light gun game ever. Stay a way! 

A DULL ARCADE SHOOTING GAME WHICH SHOWS EVEN NAMCO MAKE MISTAKES. 
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KAMI 

PRICE 

CBMPARY 


iSil 

a 

m 


E 

CmR SPEED 

E3S.SS 

MIRDSCAPE 


1‘2 

✓ 




CYBERIA 

E33.33 

IRTERPIAY 


1 

✓ 




D 

E44.33 

ACCLAIM 


1 

✓ 




BARKEBRCES 

E44.33 

VIRCIR 


1 

✓ 




DARKim 

E44.3S 

EA 


1 

✓ 




DARKSTAIKERS 

E44.33 

VIRCIR 


1-2 

✓ 




DAVIS CUP TERRIS 

E44.35 

TELSTAR 


M 

✓ 



✓ 

BEECBRS 

E43.33 

SCEE 


1 

✓ 




DESCERT 

E44.33 

IRTERPIAY 


1-2 

✓ 

✓ 



DESCERT2 

E44.33 

IRTERPLAY 


U 2 

✓ 

✓ 



BESTRUCTIDR DERBY 

E43.33 

PSYCRBSIS 


12 

✓ 

✓ 



DESTRUCTIDRBERBY2 

E44.35 

PSYGRBSIS 


1 

✓ 




DIE HARD TRIIDDY 

E44.33 

EBXIRTERACTIVE 


1 

✓ 


✓ 


DISCWDRID 

E33.33 

SCEE 


1 

✓ 


✓ 


DDDM 

E44.33 

ET 


1-2 


✓ 



EARTHWDRM JIM 2 

E44.35 

VIRCIR 


1 

✓ 




EPIDEMIC 

E34.35 

SCEE 


1 

✓ 




ESPR EXTREME CAMES 

E33.33 

SCEE 


1-2 

✓ 




EXCAIIBUR 2555AD 

E44.33 

TELSTAR 


1 

✓ 




EXHUMED 

E44.3S 

BMC 


1 

✓ 




EXTREME PIRBAU 

E44.35 

EA 


1-2 

✓ 




EADETDRIACX 

E44.33 

EA 


1-2 

✓ 




EIFA ‘SB 

E44.33 

EA 


1-4 

✓ 



✓ 

FIFA ‘S7 

E44.33 

EA 


1-4 

✓ 



✓ 

FIRAIDDDM 

E44.33 

ET 


1-2 


✓ 

✓ 


FIRESTBRM:THUHDERHAWK2 

E44.33 

CORE 


1 

✓ 




FIRDARDKIAWD 

E44.35 

BMC 


1-2 





FIDATIRC RURHER 

E44.33 

XIRC 


1 

✓ 




FBRMUIA 1 

E44.33 

PSYCHOSIS 


1-2 

✓ 

✓ 



GAIAXIAR3 

E43.33 

RAMCa 


1-4 

✓ 


✓ 

✓ 

CEX 

E44.33 

BMC 


1 

✓ 




CDAl STDRM 

E33.33 

KDRAMI 


1-2 

✓ 




CRIB RUR 

E44.35 

VIRCIR 


1-4 

✓ 

✓ 


✓ 

CURSHIP 

E44.33 

MICROPRBSE 


1 

✓ 




HARDCDRE4X4 

E44.33 

CREMLIH 


1 

✓ 




HEBEREKE PUPDITTB 

E33.33 

SDRSBET 


1-2 

✓ 




HEXER 

E44.3S 

CT 


1-2 

✓ 




HIDCTARE 

E44.S3 

BDLLERBC 


1-2 

✓ 




IRBEPERDERCE DAY 

E44.35 

FOX IHTERACTIVE 


1-2 

✓ 




IMPACT RACIRD 

E44.35 

JVC 


1-2 

✓ 

✓ 



IR THE HURT 

E33.33 

THU 


1-2 

✓ 




IRTERRATIBRAl TRACK RFIEID 

E44.33 

KDRAMI 


1-4 

✓ 



✓ 

ISSDEIUXE 

E44.35 

KDRAMI 


1-2 

✓ 




ISSPRB 

E44.33 

KDRAMI 


1-2 

✓ 




IRBRARBBIBDB 

E44.35 

ACCLAIM 


1-2 

✓ 




IRDRMAR 

E44.33 

ACCLAIM 


1-2 

✓ 




JET RIDER 

E44.33 

SCEE 


1-2 

✓ 




JDHRRYBAIBBXATDRE 

E33.33 

USEDLB 


1 

✓ 




JBRAHIDMU RUGBY 

E44.33 

CDBEMASTERS 


1-4 

✓ 



✓ 

JUMPIRGFIASH 

E33.33 

SCEE 


1 

✓ 




JUMPIRC FIASH 2 

E44.33 

SCEE 


1 

✓ 




Kt 

E44.33 

THU 


1-2 

✓ 




XRA2YIVAR 

E33.33 

SCEE 


1-2 

✓ 

✓ 



lITTlEBIGABVERTURE 

E44.33 

EA 


1 

✓ 




LEGACY BE HAIR 

E44.33 

BMC 


1 

✓ 




IDADED 

E33.33 

EREMLIR 


1-2 

✓ 



✓ 

IBMAX IR lEMMIRGlARD 

E44.35 

PSYCRBSIS 


1 

✓ 




IDRESBIBIER 

E33.33 

TELSTAR 


1 

✓ 




IBSTVIKIRGS2 

E44.33 

IRTERPLAY 


1-2 

✓ 




MACHIRE HURTER 

E44.35 

EIBDS 


1-2 

✓ 




MADDER REl ‘S7 

E44.33 

EA 


1-2 

✓ 




MAGIC CARPET 

E44.33 

BULLERDE 


1 

✓ 






NIECON/Wm 

HiEzm/wmi 
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A SPACE ACS RACING CAME ON WIRES. NOTA WIPEOUT BEATER. 

Handful of shooting and puzzle games which fail to impress. 

Stunning but short. Great graphics but only an hour to complete. 
Engrossing Star Wars Doom clone with dated graphics. 

Difficult^ yet stunning 3D space came with solid cameplay. 

Street Fighter meets Horror characters meets average cameplay. 

This manages to be one of the worst PlayStation titles to date. 

3D ADVENTURE INVOLVING MORE WANDERING THAN ACTION. 

Doom in spaceships. Great idea, great came. 

Not MANY IMPROVEMENTS ON THE ORIGINAL, BUT STILL A GOOD SHOOT 'EM UP. 

Lengthy play reveals a shallow came, great with two players though. 

A HUGE IMPROVEMENT ON THE ORIGINAL, WITH FASTER CARS AND WIDER TRACKS. 

Three games for the price of one, and top movie action in all of them. 
Comedy ADVENTURE with some of the most annoying puzzles ever. 

The original 3D maze shoot 'em up. Still oozes playability. 

Conversion of a SNES classic that manages to be a lesser copy. 

Sequel to Kileak the Blood fails to improve on a poor came. 

Oddball sports racing came with a touch of violence. Brilliant fun. 
Solid adventure came featuring plenty of combat and magic. 

One of the best and most challenging Doom-style games around. 

Poor pinball title, with unrealistic ball movement. 

Absorbing 3D sequel to Flashback. Plenty to see, do and shoot. 

Footie came with little control over players and bad camera views. 

Not much improvement over '96 since it plays so very slowly. 

Thirty new Doom levels to explore, but still the same came. 

The 3D GRAPHICS AREN'T PERFECT BUT THIS IS STILL A GREAT HELICOPTER CAME. 

Interesting buddy cop came, let down by having no save came option. 
Playable 3D platformer with strange viewpoint and controls. 

The ultimate simulation driving came. 

Graphically impressive shoot 'em up, but lacking in player interaction. 

A PERFECT EXAMPLE OF A DULL PLATFORMER. 

Large sprites in this football came, which move too slowly by far. 

Tag' came which is only fun in multiplayer mode. 

Complex AND playable helicopter sim, but not that realistic. 

Dull all-terrain racing came with too few tracks. 

Two PLAYER PUZZLE CAME. FUN, BUT BUST-A-MOVE 2 IS BETTER. 

The graphics may be slow and blocky, but this Doom clone has depth. 
Tedious racing came lacking in substance. 

Dated shoot 'em up based loosely on the hit film. 

Unusual racing came which mixes Destruction Derby with Mad Max. 

ZD SUBMARINE SHOOT 'EM UP WITH PLENTY OF THINGS TO FIRE AT. 

An addictive sports sim that excels in its multi-player mode. 

Straight conversion of the classic SNES footie came. 

The greatest football came on the PlayStation. Enough said. 

Average 3D beat 'em up with a fantasy theme. 

Shoddy drivel. A bad came and a waste of a great comics licence. 
Innovative racer is let down by poor graphics and cameplay. 

Rock 'n'roll platformer with poor cameplay. 

Brilliant rugby simulation, plagued by fiddly controls. 

Superb 3D platformer which sadly has too few levels. 

Perfect sequel to J umping Flash , but still not enough levels. 
Substandard beat 'em up with reasonable graphics. 

A CLASSIC EXAMPLE OF GRAPHICS OVER PLAYABILTY IN THIS ROBOT CAME. 

Brilliant conversion of the PC adventure classic. 

Vampire action/adventure came offering a hugely enjoyable challenge 
Action packed blaster but lacking in variety. 

Lemmings inspired platformer which fails to impress. 

Commando in 3D but sadly it's all too slow. 

Average arcade came which offers little originality. 

Top-down shoot 'em up which takes on Loaded and gives ft a kicking. 
Solid American Football simulation with great depth. 

Fast 3D sorcery shoot 'em up with many levels to explore. 
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MBRTAIKBMBAT3 
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MYST 
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RAMEBMBSEBMmBME2 

HAMEBMBSEBMVBIBME3 

RARBTEH WARRIBR 

RASEARRAEIRE 

RBAIRTRE2BRE 
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RBA IIYE ‘SB 
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REEBEBRSPEEB 
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RFl EAMEBAY 
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RAllYERBSS 

RAPIBREIBAB 

RAYMAR 

REBEIASSABITII 


Pm 

COMPAHY 

£44.93 

Aomism 

£39.33 

self 

£44.95 

COBEMASUKS 

£44.95 

PSYEMBSIS 

£49.99 

SCEE 

£44.95 

ET 

£44.95 

SEEE 

£44.95 

PSYEHBSIS 

£39.99 

KAMEB 

£39.99 

KAMEB 

£39.99 

KAMEB 

£39.99 

VIBEIH 

£44.95 

SIEBBA 

£44.99 

KBKAMI 

£44.95 

KBKAMI 

£44.95 
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£39.99 
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EA 
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EA 
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SEEE 

£39.99 

AEEIAIM 
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SEEE 

£34.95 

SEEE 

£39.99 

SEEE 

£39.99 

BME 

£44.95 

BSEBIB 

£44.95 
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£44.99 

TEISTAR 

£44.99 

EA 

£44.95 

BME 

£44.99 

MIHBSEAPE 

£44.95 

EA 

£44.99 

EA 

£44.95 

EA 

£44.95 

WARHEB 

£44.95 

AKEB 

£44.99 

WARKER 

£34.95 

SEEE 

£44.95 

VIREIK 

£44.99 

WARKER 

£44.95 

EMPIRE 

£44.95 

KBKAMI 

£44.99 

EA 

£44.95 

AEEIAIM 

£39.99 

SEEE 

£44.99 

SEEE 

£39.99 
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£34.99 
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£34.99 
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HEECBM/WHEEl 


HlECOH/WHEEl 


AHAIOEUEPAB 


EBMMERT 


Giant robots abound in this quality 3D shoot 'em up. 

Average platform came which fails to set the pulse racing. 

The best multi-player came on the PlayStation. A racing classic. 

A GOOD IDEA BADLY IMPLEMENTED IN THIS OFF-ROAD RACER. 

MK FANS WILL LOVE THIS, BUT STREET FiCHTER STILL RULES THE 2 D SCENE. 

Virtually every MK character is here, so hardcore fans wiu be happy. 
Comic RACING came beats the original in every department. 

Point and click adventure with static screens. Not too exciting. 
Compilation of Namco's arcade hits, including PacMan. 

Not AS STRONG AS THE FIRST COLLECTION, UNLESS YOU LOVE XEVIOUS. 

Better than Volume 2 but still more poor games than classics. 
Enjoyable shooting action is spoiled by a lack of levels. 

Poor Days of Thunder-style rip off. 

Rougher looking than Total NBA, but this has more pace and agility. 
The IMPROVED graphics make this sequel a great improvement. 
Basketball came with various outrageous comic features. 

Conversion of the coin-op with 2D characters going two-on-two. 

EA 'S BASKETBALL CAME USES THE FIFA 'g6 GRAPHICS ENGINE AND IT SHOWS. 

Instinctive moves and passes make for a superb multiplayer came. 
Second-rate Ridge Racer with not much speed at all. 

Bad looking and worse playing sequel to Need For Speed. 

A VERA CE IN EVERY DEPARTMENT, THIS IS BEATEN BY MaDDEN IN ALL RESPECTS. 
BLOCKY graphics hide a competent sports SIM. 

Polygon-based sprites make this a good looking ice hockey sim. 

GREAT playability MAKES FOR A FRANTIC CAME OF ICE HOCKEY IN THIS SIM. 

Extra features can't save this from being a very a verace sequel. 

Dire shoot 'em up which should be left well alone. 

4x4s BOUNCE ACROSS THE MOON IN THIS DULL SPACE RACING CAME. 

A POOR COMPETITOR FOR INTERNATIONAL TRACK AND FIELD. 

Still one of the most playable football games on the PlayStation. 

The MOST INCREDIBLY BLAND FOOTBALL CAME TO DATE. 

Frustrating Resident Evil style came with low action content. 
Shames other platformers with its graphics and instinctive cameplay. 
Full-blown strategy came which players will find hard work. 

A POOR man's beat 'em up/adventure excelling in neither genre. 

A DODGY PUTTING SYSTEM LETS DOWN THIS GOLF SIM. 

Great LOOKING golf came, but still suffers due to its control system. 
Speedball-type came with run-of-the-mill looks and playability. 
Predictable results abound in this football management came. 

Doom clone which shows promise but never delivers. 

Lack of variety in tracks and vehicles lets this racing game down. 
Solid, fast-paced ice hockey sim. 

This 2D beat 'em up is far too awkward to play. 

Only one pinball table, but what a table. Handles like the real thing. 
Hi-tech version of the old Bezerk coin-op with lots of blood. 
Surprising playable fmv interactive movie. 

Enjoyable 3D beat 'em up has mind powers but lacks depth. 

Latest classic incarnation of the Ridge Racer series. Buy it now! 

Very AVERAGE flight came lacking in playability. 

Enjoyable BUT LIMITED conversion of an old coin-op. 

Rolling cars aplenty in this fun racer, and a four player mode too! 
Rather entertaining platform shoot 'em up. 

Repetitive platform came. 

Repition and low lastability let this Star Wars romp down. 
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SCORE 


HAM[ 

PRICE 

RllOAm 

£44.35 

Rismxnm 

£43.33 

RlMHFIRl 

£44.35 

Rimuimx 

£33.33 

RIREIRACIR 

£33.33 

RIOEF RACER RimUTlOH 

£43.33 

RISERRISURECTIBH 

£44.33 

RIOT 

£44.35 

ROAR RASH 

£44.33 

REROTBR-K 

£44.35 

SAMPRAS EXTREME TEHHIS 

£44.35 

SEHTIEHT 

£44.35 

SHEllSHBCX 

£44.33 

SHOCKWAVE 

£33.33 

SIM CITY 2000 

£44.33 

SKEIETBH WARRIORS 

£44.35 

SIAM r JAM‘3S 

£44.35 

SMASH CBORT TEHHIS 

£44.35 

SOCCER ‘37 

£44.35 

SOOl RIABE 

£34.35 

SOVIET STRIKE 

£44.33 

SPACE HOIK 

£44.35 

SPACE JAM 

£44.35 

SPEEBSTER 

£44.35 

SPIBER 

£33.33 

SPOT COES TO HOllYWBBO 

£34.35 

STARCIAOIATOR 

£44.35 

STAREIC0TER3000 

£44.35 

STARWIHOER 

£44.35 

STEEl HARRIHEER 

£44.35 

STREET EIEHTERAIPHA 

£44.33 

STREET FIEHTER AlPHA 2 

£44.35 

STREET EIEHTER THE MOVIE 

£33.33 

STREET RACER 

£44.35 

STRIKEPBIHT: THE HEX MISSIBHS 

£44.35 

STRIKER ‘SB 

£33.33 

SOIKOBEH 

£44.33 

SOPER POniE FICHTER 2 

£33.35 

SOPERSOHIC RACERS 

£44.35 

SWABMAH 

£44.33 

SYHOICATEWARS 

£44.35 

TEKKEH 

£33.33 

TEKKEH2 

£43.33 

TEMPEST X3 

£34.33 

TEHKA 

£44.35 

TEHPIHAllEY 

£44.35 

THEME PARK 

£44.33 

TIBER SHARK 

£44.33 

TIMECOMMAHOO 

£44.33 

TORAl H0.1 

£44.33 

TOMBRAIBER 

£44.35 

TOP BOH: FIRE AT Will 

£44.35 

TOTAL HRA ‘SB 

£44.33 

TOTAl HRA ‘37 

£34.35 
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HiCCBH/WBm 

Hismmm 


COMMEHT 


Marginally better than the original, which wasn't that good. 

This horror adventure is one of the most perfect games ever. 

Excellent two player fun in this military capture the flag game. 

Rockers Aerosmith star in this a wful shoot 'em up. A void. 

Excellent RACING game, sadly lacking in tracks. 

An improvement on the original, now with a two-player link up mode. 

A MEDIOCRE BEAT 'EM UP. 

SpEEDBALL-TYPE CAME OFFERS LITTLE. 

Straightforward fighting and racing game. 

Simple minded fun in this update of an arcade classic. 

Ease of play makes this tennis game a joy to behold. 

Ambitious but overly complex adventure set on a space ship. 

Dull and repetitive tank game. 

Empty shoot 'em up with tiny sprites a gainst bland backgrounds. 

Run your own city in this engrossing conversion of a PC classic. 

This looks like a iSbit game, and plays even worse. 

Unplayable BASKETBALL game. 

Slow AND unresponsive conversion of the i6bit classic. 

Olympic Soccer sequel suffers from an outdated game engine. 

Namco do it again with this cussic weapons-based beat 'em up. 

3 D chopper shoot EM'up with great graphics and gameplay. 

Not THE FASTEST GAME AROUND, BUTTHISISA GOOD ACTION/STRATEGY MIX. 
Uninspiring movie cash-in basketball game. 

Top-down RACING game curiously lacking in speed. And playability. 
Innovative but ultimately average platformer. 

Too LITTLE TOO LATE FOR THIS PASSABLE PLATFORMER. CrEAT MUSIC THOUGH. 

Capcom's first 3D beat 'em up, and it's not half bad. 

Nice enough to look at but ultimately a dull shoot 'em up. 

Simplistic racing game where every level plays the same. 

Unspectacular graphics abound in this occasionally fun shoot 'em up. 
Update of the Street Fighter series which includes new super moves. 
Custom combos and counter moves beat it's predecessor hands down. 

A COMPLETE INSULT TO THE STREET FIGHTER NAME. 

A FAIR RACING GAME WITH PLENTY TO DO BUT NOT MUCH EXCITEMENT. 

Poor heucopter game. Co for Soviet Strike instead. 

One of the more simplistic football games. 

Solid RPC that isn't going to set the world alight but worth a look. 
Devilishly ADDICTIVE puzzle game featuring Ryu, Ken and friends. 

Micro Machines-style racer doesn't have enough pace to enthrall. 
Arcade adventure fun aplenty in this great looking 2 D game. 

Ultra cool violent strategy shoot 'em up with amazing 3 d graphics. 
Namco's first 3D beat 'em up. Superb, but overshadowed by its sequel. 
Improves on the original immeasurably. One of the best fighting games. 
An update of a great retro shooter. 

Polygon graphics can't sa ve this average Doom-clone. 

This could have been good fun, but it ends up being a novelty title. 

One of the gentler 'sim' games available. 

An impossibly high difficulty level ruins this excellent shoot 'em up. 
Unusual but fun time-travel fighting game. 

A FAIR BEAT 'EM UP GREATLY IMPROVED BY THE ADDITION OF A QUEST MODE. 

Female Indiana Jones antics on the Sony. One of the best games ever. 
Repetitive movie spin-off flight sim. 

Superb basketball game with incredible attention to detail. 

Improved graphics and gameplay make this a worthy follow-up. 
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REVIEW INDEK 
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TOKYO HIGHWAY BATTIE 

THAHSPHOTTYCBOH 

THASHIT 

THUTPIMBAll 

TUHHEl HI 

IWISnOMETAl 

JWISTEB MTTAl 2 

VAHBAl HEAHTS 

mTBHYBBXIHG 

VIHTBAl EBlf 

VIHTBAl PBBl 

YHBASEBAll 

V TEH HIS 

WAHEBBS 

WAHHAMMEH 

WAHHAWK 

WEWVSTHEWBHIB 

WIlllAMSAHEABEEIASSIES 

WIHE EBMMAHBEH III 

WIHE EBMMAHBEHIV 

WIPEBBT 

WIPEBBT2B97 

WBHIB EBP EBIT 

WBHMS 

WWFIH YBBH HBBSE 
WWFWHESTIEMAHIA 
K2 

XEBM:EHEMYBHKHBWH 
X EBM:TERRBHEHBM THE BEEP 
lEITEEISTlJBPITEHSTHIXEJ 
2EHB BIVIBE 
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EBMMEHT 


Sub Race Racer came with averace craphics. 

Build roads, railways, docks and airports in this creat Cod Sim. 
Platformer with cood ideas butlakcinc in immediate action. 

Four tables rr micht have, but it still loses out to The Web's one. 
WipEout crosses with Doom in this hich-speed shoot 'em up. 

Destroy the suburbs in this Mad Max-style car battle. 

An excellent sequel which is crander in scale and thrills. 

Averace craphics don't spoil this hucely playable and encrossinc RPC. 
Deeper than most fichtinc cames, this takes some cettinc into. 

A POOR COUSIN TO ACTUA GOLF. 

A CREAT POOL CAME OFFERINC REALISTIC SIMULATION. 

A FINE CONVERSION OF THE SPORT, BUT UNUKELY TO ATTRACT ANYONE BUT FANS. 

Mediocre tennis sim that's hard to cet into. 

Derivative 3D fichtinc came with mushy craphics and lousy cameplay. 
This absorbinc warcame has depth, if not looks. 

Instantly PLAYABLE FLYiNC came with creat weapons. 

Brilliant wrestlinc came with 60 characters, includinc Hulk Hocan. 
Retro compilation with five cood cames out of six, includinc Defender. 
Superb movie sequences mix with poor cameplay in this space opera. 
Better FMV and worse cameplay than WC hi let this came down badly. 
Ultra-fast stylish racinc came. A must for speed freaks everywhere. 
Better in every respect, this improves the craphics and is even faster. 
Competent colf came with creat craphics. 

Multi-player JOY will be yours in this fabulous battle came. 
Below-averace wrestunc came which offers little and provides less. 
Entertaininc fichtinc came with deadly special moves. 

Tedious shoot 'em up which is far too difficult. 

Stratecy caminc at it's very best as you take on alien invaders. 

X-COM UNDERWATER, EVERYTHINC ELSE IS THE SAME. 

Slow, clumsy 3D shootinc came which lacks appeal. 

A SOUND ENOUCH FICHTINC CAME WHICH DOESN'T AMAZE. 
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1 IMPORT GAMES I 

OOOeiEORAEOH 

IMPORT 

TEEMO 


1-2 

✓ 






This beaus little resemblance to the coin-op and is extremely dull. 

43 

OYHASTYWARSH 

IMPORT 

EAPEOM 


1-2 

✓ 
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There's little thoucht required in this action-packed samurai came. 

88 

EKEETOR 

IMPORT 

ARE 


1 

✓ 






LOADED-SmE CAME WITH EVEN LESS PLAYABILITY. 
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EIRE PRO WRESTIIHE 

IMPORT 

HOMAH 


1-2 
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The wrestlers look creat, but the came is dull. 

83 

EOHRIRO 

IMPORT 

ATIOS 


1-2 
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Initially A fun shoot 'em up which provides some short-lived lauchs. 
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HEOEREXE POPOITTO 

IMPORT 

SOHSOET 


1-2 
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Basic fun puzzler, but Bust A Move 2 is better. 
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HERMIE HOPPERHEAO 

IMPORT 

SOHY 


1 
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Frustratinc, repetitive and just a plain awful platform came. 

38 

HORHEOOWl 

IMPORT 

SOHY 


1-2 

✓ 




IIEHTGOH 


The first PlayStation licht cun came, and one of the most tedious. 
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HYPER FIHAIMATEHTEHHIS 

IMPORT 

HOMAH 


1-4 
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✓ 



Bad animation and poor cameplay combine to make an awful came. 
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HYPER FORMATIOH SOEEER 

IMPORT 

HOMAH 
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Football came with overly complex controls and poor craphics. 
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MEEAMAHX3 

IMPORT 

EAPEOM 


1 
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Excellent PlayStation addition to the lonc runninc platform series. 

81 

METAl JAEXET 

IMPORT 

SOIAH 


1 

✓ 






Customise your ciant robots, then let them loose in this dull came. 
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MOSIIESOITEOHOAM 

IMPORT 

OAHOAI 


1 

✓ 






Extremely DULL robot-based shoot 'em up. Avoid. 
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MOTOR TOOHEP 

IMPORT 

SOHY 


1-2 

✓ 

✓ 





Cute racinc came which lacks speed. The sequel is far superior. 
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HAME0M0SE0MV010ME4 

IMPORT 

HAMEO 


1-2 
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Weakest of the 5 namco retro collections, only Pac Land stands out. 
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HAME0M0SE0MV010ME5 

IMPORT 

HAMEO 


1-2 
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Pac-mania, Metro Cross and Dracon Spirit pep up this retro collection. 
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PARAPPA THE RAPPER 

IMPORT 

SOHY 
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Very oricinal and fun videocame version of 'Simon Says'. 
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P0WERIHSTIHET2 

IMPORT 

ATLOS 
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One of the worst fichtinc cames ever, featurinc kunc-fu crannies! 
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REVERTHIOH 

IMPORT 

TEEHO 


1 
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Bizarre 3D battle came. Graphically stunninc, but far too easy. 
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STAHIFEOER 

IMPORT 

SIHTOS 


1 
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A basic, yet enjoyable shoot 'em up. 
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STREET FIEHTERIIIIHT. MOVIEJ 

IMPORT 

EAPEOM 


1 
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Unplayable ATTEMPT TO MAKE A Street Fichter "interactive movie". 
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SOPER SIE RROTHER 

IMPORT 
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1 
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Shoot 'em up starrinc underpant-wearinc hero. Totally surreal. 
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SOPER POniE FIGHTER 2 

IMPORT 

EAPEOM 


1-2 
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Intensely ADDICTIVE puzzle came starrinc Ryu, Ken and their chums. 
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SOOARESOET 
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Superb fichtinc came with additional quest mode. A brilliant sequel. 
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TOSHIRO EH 3 

IMPORT 

TAXARA 


1-2 
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Derivative FICHTINC came that can't stand up to Namco's cames. 
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TOSHIHOEH XIOS 

IMPORT 

TAXARA 


1-2 

✓ 






POLISHED but simplistic VERSION OF TOSHINDEN AIMED AT YOUNCER CAMERS. 
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TWIHREE 

IMPORT 

XOHAMI 


1-2 

✓ 






Two SHOOTINC STYLES DOESN'T MAKE THIS DATED CAME ANY BETTER. 

55 

TWO-TEHXAXO 

IMPORT 

ElOSOEP 


1-2 
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Run of the mill vertical shoot 'em up which offers nothinc new. 
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KEVI00S30/E+ 

IMPORT 

HAMEO 


1-2 

✓ 






XEVIOUS CETS a dull 3D MAKEOVER IN THIS RETRO COMPILATION. 
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SEGA’S SPIKY HERO BLASTS BACK 


FULL E3 COVERAGE 


THE VIDEO GAMES EVENT OF THE YEAR 


RESIDENT EVIL 


CAPCOM PUTS THE FRIGHTENERS ON SA TURN! 


E MONSTERS ARE IN AND WE^VE GOT THE PICS! 


FUTURISTIC RACING IN THE FAST LANE 


MOVE OVER VF2! AMS’S 30 FIGHTER ARRIVES 


1 













MORE ITEMS OF MERCHANDISE CURRENTLY 
AVAILABLE THAT WE BELIEVE WILL BE OF INTEREST TO 

PLAYSTATION GAMERS EVERYWHERE 



Batman AND 
Robin has 

SPLIT OPINION 
IN THE 

PlayStation 
Plus playpen^ 

BUT WHATEVER 
YOUR OPINION 
THE BOOK'S 
WORTH A LOOK. 

On the video 
FRONT Warner 

ARE CETTINC 
BUSY WITH 
SOME 
WIDESCREEN 
RE-RELEASES^ 
WHILE TITAN 
DOES ITS 

Simpsons 

THANCAND 
Prodigy PRO¬ 
VIDE THE PER¬ 
FECT SOUND- 
TRACK. 


Bum 

mMSKIHBOF 
BATMAH AHB HBBIH 

Price: £8.99 

Released by: Titan Books 
Rating: ★★★★ 

While the film isn’t exactly a 
high point in Batman's long his¬ 
tory, Titan's behind-the- 
scenes book is well worth 
a look. The film is an 
incredibly fast-paced 
showcase of action 
scenes, and as such 
some of the more 
intricate detail the 
set designers and 
costumiers have 
added are often 
lost. In the book, 
however, we are shown how 
Poison Ivy's lair was created, 
and shown incredible stills of 
the work that when into Arnie's 
Mr Freeze suit. Let's face It, in a 
book like this it's pictures you 
want to see, and Titan has done 
us proud. Every aspect of the 
film's production has been 
snapped and laid out, and while 
the text is on the minimal side 
it is informative and covers all 
bases. Titan have really taken 
the 'Making Of book market by 
the horns, and this is well up to 
the standard of the Star Trek: 
First Contact and 
Independence Day books. That 
said, their Art of Mars Attacks 
is a tough act to follow, and 
this is some way behind that 
masterpiece. 

mSIMPSBHS:mHEBmS 


community, so does Wingdings 
as Apu the Kwik-E-Mart owner 
joins forces with the evil Mr 
Burns to create a huge shop¬ 
ping mall. Similarly, Ugolin and 
Cesar, two French miscreants 
who worked Bart like a dog in 
the first series, return with 
Sideshow Bob as Bart and 
Millhouse return to France. 

The TV show is brilliant 

because It creates 
laughs across 
several levels. 

As well as the 
obvious gags, 
you have to 
watch what's hap¬ 
pening in the 
background or for 
small minor details 
for even more hits. 
The books recreate 
this perfectly, and 
all the characters are perfectly 
in tune with their TV counter¬ 
parts. At £6.99 Wingding is 
one of the best pieces of 
Simpsons merchandise avail¬ 
able. Only one of the strips lets 
the side down (the incredibly 
arse 'Citizen Shame', but as it 
only spans a mere six or seven 
pages we'll let it go. If you're a 
Simpsons fan and feeling frus¬ 
trated that BBC2 keeping 
removing it from their sched¬ 
ules, this is perfect to stop you 
going cold turkey. 



ViPISOBtSW'll 

Price: £9.99 

Released by:Beyond Vision 
Rating: ★★★ 



Price: £6.99 

Released by:Titan Books 
Rating: ★★★★ 



Titan's Simpsons compilations 
are the perfect complement to 
what is one of 
the best series on 
TV (if only the 
BBC would put it 
on regularly). The 
^ latest round-up of 
Bongo Comics 
strips contains six 
strips furthering the 
adventures of 
Springfield's finest. 
Just as the series 
occasionally show¬ 
cases members of the 


The end is almost nigh, with 
just six more episodes of V to 
go. And, suprisingly, these two 
are some of the best the series 
has to offer. With the huge 
ensemble cast rarely having 
much to do, one regular is 
offed, and the producers step 
up the heat against the resis¬ 
tance by adding a new Visitor 
leader. Charles, who is immedi¬ 
ately at loggerheads with the 
fit Diana (Charles and Diana. 
Geddit? Very 80s), first tries to 
brainwash Ham (appropriate 
name) into killing Donovan by 
showing him pictures of 
Donovan snogging his dead 
wife, who we're reminded 



about every 
episode. He fails, of 
course, but in the 
crossfire Nathan 
Bates gets shot, 
leading into the 
next episode. 

With Bates ill and 
not trusting the Visitors, his 
number two, Chaing, strikes a 
deal with Charles and they pre¬ 
pare to execute sympathisers 
to the resistance unless 
Donovan and co give them¬ 
selves up. The luckless Robin 
duly falls for a bloke she's bare¬ 
ly spoken to, and this allows a 
twist for the next tape. V: The 
Series was always a bit of a 
hotch-potch, but these two 
episodes really show some 
promise. The Visitors come 
across as extremely devious, 
and the warring between Diana 
and Charles is handled well 
(especially when compared to 
the bickering between the 
resistance). A moderate high in 
a weak series, surely it can only 
get better? 

HIEHimiR 

Price: £5.99 

Released by: The Big Picture 
Rating: ★★★★★ 

Highlander is one of 
the seminal 80s action 
films. While others 
released at the same 
time (Cobra, Tango 
and Cash, and 
Beverley Hills Cop) 
have dated terri¬ 
bly, Highlander 
is a timeless 
classic. There 
cannot be any¬ 
one unfamiliar 
with the plot of immortals bat¬ 
tling it out for 'The Prize', but 
Highlander turns what could be 
a naff idea into a very enter¬ 
taining film. The characters 
hunting 'The Prize' are all 
immortal, and can only be 
killed via decapitation. Thus, 
each battle between the 
Immortals is played out with 
huge swords. Honour is every¬ 
thing to these people, but one 
rogue - Kurgan - is using any 
trick possible to claim the 
mythical Prize. Sean Connery is 
the boz as Ramirez, an immor¬ 
tal who takes the film's hero 
Connor MacLeod (Christopher 



Lambert) under his 
wing and teaches him 
the honour of battle. 
Highlander is a bril¬ 
liant film, and the 
action scenes and plot 
are as impressive now 
as they were when It 
was first released. It is also one 
of those films that BBC and ITV 
never seem to replay (prefer¬ 
ring to show things like Meteor 
and April Fools Daytime and 
time again), and as such, with 
the new six quid price tag, it's 
an essential purchase. However 
impressed you may be with it, 
though, do not under any cir¬ 
cumstances feel you should 
rent or buy the sequels. Some 
things are best left alone. 

TBlBtAimtS 

Price: £9.99 

Released by: Vertex Home 
Entertainment 
Rating: ★★ 

Ever since Mulder and Scully 
flashed their bright torches in 
countless parts of Canadian 
forestland, the country has 
become alien mad again. TV 
shows about alien abductions 
are common, as are X-Files 
clone shows such as Dark Skies. 
The Real X-Files was originally 
shown on Channel 4's 
Equinox, and is 50 
minutes of digging 
about trying to find 
the truth regarding 
areas of US intelligence 
which the authorities 
would rather keep quiet. 
The tape deals with 
Psychic Spying, and how 
less than orthodox meth¬ 
ods are used to crack 
crimes. The documentary 
talks to men and women who 
have served In America’s oh-so- 
secret division. During the 
course of the interview they 
talk about strange sights seen 
and the shadowy 
people who they 
worked for. While 
it is all very inter¬ 
esting, though, it 
is only some¬ 
thing you'll 
probably watch 
once. And 
hardly worth a 
video release, 
really. 















Bimiim 

Price :£10.ss 
Released by: Warner Video 
Rating: ★★ 


Diabolique is a classic example 
of a film that twists itself Into 
knots. Sharon Stone and 
Isabelle Adjani play two 
women in contention for one 
man. Stone is of course the 
sexy and confident one, while 
Adjani is the man's wife who 
also suffers from heart palpita¬ 
tions. With the latter as wet as 
a shark's swimming cossie, her 
husband, Guy (Chaz 
Palminteri), treats her like dirt - 
much to Stone's annoyance. So 
they plan to kill him, and drown 
the arrogant sod in a bath and 
dump his body in the swimming 
pool at the school where they 
all work. Except, the body dis¬ 
appears and everything goes 
further pear-shaped when mes¬ 
sages from Guy start to appear. 
Diabolique has all the makings 
of a good thriller, but the char¬ 
acters and plot twists let it 
down badly. The final twists 
are pretty absurd and despite 
the obvious ploy to shock the 
viewer, at 
this 
point 
they'll 
be past 
caring! 
Stone is 
her usual 
self and 
seems to 
be on 

’ auto-pilot, 
and none 
of the main leads really stand 
out. Kathy Bates also does a 
turn as a cop investigating 
Guy's disappearance, but again 
she's nothing to shout about. A 
very average film, and not 
exactly the best example of a 
thriller around today. 



THtmnm 

OUTBRIAK 

miRmWITHTHlVAMPIRl 



Fugitive, Outbreak, and 
Interview With the Vampire are 
set for the widescreen plus 
trailer treatment. All three 
films are worthy of the cine¬ 
matic treatment, with The 
Fugitive's action scenes (and 
the train crash, in particular) 
really benefiting from 


the longer picture. 

Even if you're not into 
the charms offered 
by the widescreen 
format and couldn't 
give a toss about 
the addition of 
the trailers, these 
are still three of 
the best films 
from Warner in 
years. The 
Fugitive is superb 
on every level, 
with a taut plot 
mingling with 
incredible action 
sequences.The 
same can be 
said of 
Outbreak, 
with Dustin 
Hoffman racing to 
find a cure for a 
virulent plague 
while the plot 
dumps more and 
more tension 
on him and his 
medical 
cohorts. And 
finally we have 
Interview. Now you either love 
or hate Tom Cruise (and men 
usually occupy the latter 
camp), but he really does 
become Lestat the decadent 
blood-sucker in this well told 
version of the Anne Rice book. 


All three films are worthy addi¬ 
tions to the popular 
widescreen collection, but if 
you have to pick one, go on the 
run with Harrison Ford. It's a 
hell of a journey. 


BmiOHS 


Price: £11.sg 
Released by: Warner 
Rating: ★★★★ 


Price: £10.99 Each 
Released by: Warner Video 
Rating: All ★★★★★ 

Warner are currently home 
video's best friend, releas¬ 
ing films worth seeing in 
their original widescreen 
format. After years of 
releasing obscure 
Hammer horrors or cult 
oddities on to the public 
in the widescreen 
aspect and with trail¬ 
ers, Warner have now 
looked to more 
recent releases. Thus, 
for the first time. The 


All credit must go to Warner 
for sticking with the Babylon 5 
collection. It is currently one of 
the few sci-fi programmes on 
the TV worth 
watching, and 
with the BBC 
treating crap 
such as Crime 
Traveller as sci- 
fi, is a much 
needed shot of 
space hokum. 

The first series of 
Babylon 5 left lot 
to be desired, it 
was too talky and 



the action scenes were few and 
far between. As the series 
reaches tape 24, though, it is 
well and truly in its stride. Tape 
24 contains two more season 
three stories. Voices of 
Authority and Dust to Dust. 

The Shadow war was one of the 
great inventions by the series, 
and these two episodes are 
built under the umbrella sce¬ 
nario of this epic battle. 

In Voices the battle is not 
going well, and Ivanova turns 
to an ancient race for help. 
Meanwhile, In Dust to 
Dust, the Shadows 
take second place to 
a traditional drug 
story, which sees 
G'Kar (a series stal¬ 
wart) go ape after 
taking the powder. 

The one benefit of 
the slow first series 
is that by now, we 
know almost all of the charac¬ 
ters on the Babylon 5 base inti¬ 
mately, and genuinely give a 
toss what happens to them. 

This adds extra depth to what 
could have been just another 
'Space Soap' like the disap¬ 
pointing Space; Above and 
Beyond, and also makes for a 
series which gets better and 
better as it progresses. 

Another strong tape from a 
very strong series. 


um 

PRaaiBYmfATBfTRllARB 

Price :£i2.99 

Released by: XL Recordings 
Rating: ★★★★★ 

With Prodigy's career going 
seriously ballistic following the 
chart residencies of Firestarter 
and Breathe, all Liam and co. 

needed to do was 
deliver a more- 
of-the-same 
album. And they 
have. The Fat of 
the Land heaves 
with adrenalin- 
fuelled big beat 
epics scored with 
buzzsaw guitar - 
each one a 
potential single. 
Potential, that is, were it 
not for some of the non-Radio 
One friendly titles. After all. 
Smack my Bitch Up and Funky 
Shit are unlikely to make Simon 
Mayo's playlist. Controversial 
monikers aside though, this is 
the Prodigy album for the 
Firestarter fans - fast, thrilling 
and punky electronica with 
about as much subtlety as a 
sawn-off shotgun. For sheer 
breathless energy there's no- 
one to touch them. And long 
may they reign. 
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Rage Racer^s 

COT RUBBISH 
GRAPHICS AND 
SOUNDS LIKE A 
CAT BEING 
STRANGLED. 

But WE didn't 

SAY THAT^ 
HONEST. It 
WAS Chris 
Marker. Get 
H iM^ NOT us. 



BAEmmiR 

Picture the moment. The 
trepidation. The excitement. 
The trembling fingers as you 
carefully open the box, free 
leaflets and memory card 
stickers tumbling free as you 
fumble for the disc, the 
epiphany of two hours on 
the bus and a quick run to 
and from the bus stop. 
Discarding the already 
perused instruc¬ 
tion booklet 
you slot the 
disc into the 
grey box of 
tricks known 
as The 
PlayStation". 

You press the 
on button and the 
familiar "schwing"of the 
PlayStation warming up is 
heard. You sit agitated 
through endless loading 
screens till finally you hear 
"Rage Racer" in a female 
voice. You press start, 
already your fingers are 
geared up for a busy nights 
play on Rage Racer, the sup¬ 
posed (note the "supposed') 
King of Racers, you scramble 
through the decent looking 
options till you get to the 
start of the race. You note 
that the graphics are indeed 
a little dull and grey but you 
don't mind for this game 
promises to be the game of 
the year, nay the century. 

And after one hour of play 
you feel totally cheated and 
dejected. You sit, controller 
dangling free from you hand, 
wondering what came over 
you and made you buy the 
game known as Rage Racer. A 
suitable name because once 
you play it you will eventually 
suffer rage at the way you 
have been tricked into buy¬ 
ing a crap game. 

That is my feelings for 
Saturday afternoon. I bought 
/?age/?acer because many a 
magazine said it was 'the best 
racing game- EVER". I 
thought 'how can so many 
people be wrong???", so I 
went to my local software 
dealer and bought the game. 

I got home and after one hour 
I was gutted. I'd never played 
any of the Ridge Racer games 
because I was busy sampling 
the delights of Tomb/?a/c/er. 



Resident Evil and Destruction 
Derby 2 and I doubt I will play 
a Ridge Racer game again. 

The graphics are chunky, the 
backgrounds make John 
Major look psychedelic and 
the bloody woman's voice 
throughout the race soon 
annoys the heck out of you. 
The engine sounds like a cat 
being strangled and even the 
possibility of 'powersliding 
into oblivion"is crap. I am a 
fairly decent gamesplayer so 
when I say the powersliding 
is uncontrollable I think I can 
safely say it is uncontrol¬ 
lable. It wouldn't really mat¬ 
ter so much that you careen 
from side to side after trying 
(and mostly failing) to pow- 
erslide around a corner, 
except for the fact that there 
is an invisible wall about 
three feet into the track. Why 
can't we drive over the grass 
just a little bit, instead of 
being caged in like rats?. 

Ultimately I feel I have 
been conned. I don't usually 
fall for the hype surrounding 
a game but this time every¬ 
one was soooooo sure it was 
great I felt I couldn't go 
wrong. But I did. 

Are there any other read¬ 
ers out there who feel cheat¬ 
ed by the hype surrounding 
the aforementioned or any 
other game? I know I did feel 
cheated so this morning I 
went back to the software 
dealer and asked him if I 
could return the game and 
swap it for another. After a 


SEND YOUR VIEWS AND COMMENTS TO: 

PLUS POINTS, PLAYSTATION PLUS, 37-39 MILLHARBOUR, 
THE ISLE OF DOGS, LONDON, El4 9TZ 

STEVE.MERREn@ECM.EMAP.COM 


seen - especially when you 
start tuning and customising a 
car from scratch. 

Elim BITS OUT 

I am writing with regards to 
the letter by MJ Brown in 
Issue 21 about the Atari 
Jaguar and the N64. As a 
trainee Systems Technician I 
happen to know a piece of 
information that seems to 
have slipped by many people. 
The Jaguar isn't really a 64bit 
machine. It actually contains 
two main processors,a 32bit 
graphics chip and a 32bit 
sound chip. These chips were 
given the imaginative nick¬ 
names Tom and Jerry for 
some strange reason. 
However, this means the 
Jaguar is only a 32bit 
machine like the PlayStation 
or Saturn, not a 64bit 
machine like the N64. But 
rest assured the Jaguar is a 
fine and high quality piece of 
hardware, shame about the 
lack of software support. 
Kevin T Hill 
Leicestershire 

YeSj just like the Atari Falcon 
and the Lynx handheld 
machines before it... 

TBT [BBS IB SIBBT 

That's it, after a dozen years 
of reading computer mags I 
feel that someone has to ask. 
Why, oh why, do you show us 
the ending to games before 
we can play them. Fair 
enough some people may not 
be able to reach the endings 
by themselves, but give us a 
chance first. This applies to 
both cheats and reviews, 
nothing annoys me more than 
being shown the final boss in 
their full glory before I have 
bought the game. It takes a 
lot of fun out of games like 
Tekken and Resident Evil 
when you show Devil Kazuya 
and the Tyrant. OK, give us 
hints that they exist to whet 
our appetites but have your 
writing skills dropped so 
much over the years that you 
have to give everything 
away, (and don’t say 'try not 
looking at the tips' because I 
always see them by accident, 
and if you miss half the 
reviews out what's the point 


little white lie he 
finally agreed 
and I went 
home with a 
copy of 
WipEout 2097 
and a crinkle of notes in my 
wallet feeling much better 
now that I knew I had a good 
game in my chubby little 
hands. I find it pretty darn 
annoying that magazines 
sometimes jump on the 
bandwagon and proclaim 
that a game is so great you 
should just go out and buy it, 
without at least telling the 
reader that some of them 
may not find this to be their 
cup of tea. The reviews I read 
stated that people who did¬ 
n't like driving games would 
love this. 

I'm probably in the minori¬ 
ty of people who don't like 
Rage Racer, but I felt com¬ 
pelled to write to you and 
warn others of what comes of 
believing the hype surround¬ 
ing the game. Maybe I should 
have playtested the game 
but seeing as you only get 
five minutes at the most to 
test I feel it would not have 
helped In this case because 
the first five minutes of Rage 
Racer were suitably enjoy¬ 
able. It took me about an 
hour to see that the game 
was nowhere near as good as 
it was made out to be. 

Chris Marker, Sunderland 
University 

Each to his own^ but we don't 
agree. Rage Racer was, and 
still is, very popular with the 
Plus team, and while the PAL 
version was a tad disappoint¬ 
ing due to the lack of optimisa¬ 
tion, we still feel it rates as one 
of the best arcade racers we've 






















in buying mags?) Sorry, I just 
feel so strongly about it, and 
out of all the mags yours is 
the least guilty, BUT YOU 
STILL DO IT. 

Darren Ketteringham, 
Basingstoke 

Fair comment. We ’re now try¬ 
ing to limit giving too much 
away in reviews, and will also 
be timing outplaying guides to 
within two weeks after a game 
has been released. Just enough 
for people to start getting 
stuck, in fact... 

WHATSm SCORE? 

In Issue 9 Volume 2 you gave 
ISS Pro an overall score of 92 
and you also gave it the title 
of best footie game for the 
PlayStation, but in saying 
that you gave Olympic Soccer 
and Adidas Power Soccer a 
score of 93 and Actua Soccer 
and Fifa 96 a score of 92. 

Why do you give it the title 
of the best footie game when 
you give it a score that is 
beaten by two other titles? 

Since you started the sec¬ 
tion Solved, I haven't bought 
one of the titles you 'solved'. 
Please bring back more of 
the tips. 

Darren Crawford, Dublin 



It's all a matter of timing. 

When the PlayStation first 
came out, there were a glut of 
soccer games. FIFA'96 
appeared, and while slow was 
still an impressive showcase 
for what the Sony machine 
could do at the time. Then 
Actua came out six weeks later 
and was significantly better in 
terms of speed and moves. 

Thus it scored higher. 

However, Actua was very lim¬ 
ited in its control due to the 
motion-capture taking ages to 
start and finish, by which time 
Adidas arrived and played it off 
the field. Adidas was still 
flawed in places, however, so it 
scored the same (93%) but was 
generally a better game. 
Olympic Soccer then arrived 
and blew them all away, but 
bearing in mind technical 
advancements (a year had 
passed by then), it scored 
92% because 
games in general 
had come a long 
way, bt/t Olympic 


BEST FOOTBALL 
CAME? ISS 
Pro^ innit. 

So WHY DID IT 
SCORELESS 
THAN Adidas? 
SAYS Darren 
Crawford. 
Um, we'll let 

THE EDITOR 
ANSWER THAT 
ONE... 


looked primitive. Then we 
come to ISS Pro. It looks the 
biz, but is also flawed. Thus, 
although it scored the same as 
Olympic, it is generally the 
better game but doesn't really 
deserve a higher score. 


BUEEEBBUT 



I am writing to respond to 
the letter printed in volume 2 
issue 9 of PlayStation Plus 
from Glenn O'Connell, PR 
manager for Psygnosis. 

He states in his letter that 
the replay function in 
Destruction Derby 2 was 
removed from the final game 
because of feedback from 
their Q&A dept. He says this 
was done to 'ensure a bug- 
free release' and to 'show 
Psygnosis' commitment to 
releasing thoroughly tested 
product into the market¬ 
place'. You have failed to live 
up to this claim. 

There is another more 
obvious bug which has been 
overlooked. If you are travel¬ 
ling at high speed and aim 
for another car you are more 
than likely to travel straight 
through the car without leav¬ 
ing a scratch and instead hit 
the barrier. How could some¬ 
thing so obvious not be 
picked up? 

Another bug I would like to 
raise is in WipEout. Another 
'thoroughly tested product', I 
presume? If you come into 
contact with another craft, 
you seem to interlock with no 
hope of escaping. Then both 
you and the opponent head 
for the barrier. You collide 
with the barrier but the other 
craft doesn't. Instead it flies 
through the barrier, off the 
track and then flies through 
it again, back onto it. Again, 
very annoying, very obvious 
but not noticed. 

I do agree that Formula 7 
has been mistreated in being 
called the most bugged game 
in history, with only the pit- 
stop bug being the genuine 
one. But it was so easy to 
notice it's laughable. 

It has been said that games 
take approximately 18 
months to develop. What I 
can't understand is that dur¬ 
ing this time going through 
programmers, developers, 
publishers, distributors, 
laytesters and games 
eviewers these bugs were 
not noticed but the cus¬ 
tomer who buys the 
game finds them with¬ 
in five minutes of 
play. 

Dean Pratt, Hertford. 


PaQ 


THtMBSimS 

OHCl ABm, MET WITH STKAIBHT AHSWEHS. 

After reading your small article on Pysgnosis' new 

Q platformer Pascal, I would like to know if it would be 
compatible with the analogue joypad? Also how much 
will the pad cost? 

It seems likely Rascal will be analogue pad compatible. 
nil Sony have yet to set a price for the device yet, though. 


Please could you tell me if EA Sports are planning to 

Q produce a horse or greyhound racing game. We are 
inundated by soccer, tennis, American football and 
athletics games. I'm sure there would be plenty of 
PlayStation owners who would enjoy horse or greyhound 
racing games. 

B No news as of yet. Cricket is the next sport EA Sports 
plan to tackle. 


I am enquiring about the game Premier Manager 97 

Q and I would be very happy if you could try and answer 
these questions for me. How many countries can you 
pick from? When will It be released? Can you qualify for 
Europe by coming first in the league or a bit below first 
place or winning a cup competition? Can you buy players 
from all over the world? And how many more management 
simulations are coming out? 

Details regarding the PlayStation version of Premier 
HI Manager are scarce at the moment. The release date and 
iti firm content information have yet to be decided, but it 
does seem likely all the Premier sides and current player ros¬ 
ters will be included. 

Football sims: I want good commentary, great graph- 

Q ics, and great gameplay of the simulation as opposed 
to the arcade variety. I'd also like real teams and play¬ 
ers' names, because then my friends who like to pretend 
they've outgrown such things, but who do like football will 
be more interested. But which game do I buy? Whose 
review can I trust? Please help an old, sad person. 

B As far as I'm concerned nothing can beat ISS Pro. It may 
not be perfect, but it's as near as dammit. 



I read with interest about the 
problem of 'disc hopping' on 
FMV sequences. I bought my 
PlayStation last October and 
just recently mine too started 
hopping. Then a friend told 
me about a lens cleaning kit 
you can buy which, for £9, 
cleared up all the hopping. 
The kit also contains some¬ 
thing to clean your discs with. 

I now have trouble-free 
FMV (ha ha) I hope that helps. 
G Cheadle, Dunstable. 

Well, it certainly beats flipping 
the machine on its side! 

FIATTEBY, FIAUEBY 

I've been keeping a keen eye 
on most, if not all, of the PS 
mags on the shelves due to 


my oversized hunger for PS 
games (import at that) and 
after spending a small for¬ 
tune on mags I've now decid¬ 
ed on one, namely yours. Not 
only have I found out good 
news but been aware of of 
the good and bad import 
games (plus that video 
clinched it). There are far too 
many mags with crap news 
and bull cheats. Be warned. 
I'm now a reader solely of 
your mag, expect more let¬ 
ters expressing my hunger for 
the highest score, first posi¬ 
tion, highest combo and 
fastest lap time. Seek and 
destroy! 11 {Rage Racer class 
six is mine). Thanks for your 
effort and time out. 

S Tanner, Bordon 

Er, cheers! 









































Marvel Super 


Capcom's corking coin-op 

BEAT 'EM UP IS COMING TO THE 

PlayStation AFTER years in 

DEVELOPMENT. IT LOOKS COOL, 
BUT THE MEATY GAMEPLAY IS 
EVEN TASTIER. CHOOSE FROM 
ONE OF TEN MARVEL HEROES AND 
BATTLE IT OUT AGAINST DOCTOR 

Doom and his evil cohorts. 
Check out the exclusive first 

LOOK NEXT MONTH. 


Street Fighter EX 

Fighting fuddy-duddies Ryu 
AND Ken are rendered in 3D 

FOR THIS STARTLING CONVERSION 
OF THE SMASH-HIT ARCADE 

GAME. This PlayStation mon¬ 
ster BOASTS ALL THE FIGHTERS, 
SPECIAL MOVES AND ARENAS OF 
THE ORIGINAL COIN-OP, AND 
THEN some! DHALSIM and 

Sakura step into the fray, 

PLUS there's A BONUS STAGE 
UNIQUE TO THIS CONVERSION. 

Check out the full low-down 

NEXT MONTH. 



G-Police 


PSYGNOSIS HAS BEEN 
TOUTING THIS GAME 

AS THE Christmas _ 

NUMBER ONE, FIND OUT 
WHY NEXT MONTH AS WE ' 
REVIEW THIS URBAN CYBER¬ 
PUNK FLYING GAME WHICH 
BOASTS SOME OF THE BEST 
LOOKING LIGHTING EFFECTS 
AND WEAPONS AROUND. THIS 
LOOKS LIKE IT SHOULD BE ON 
EVERY SHOOT 'EM UP FREAK'S 
WISH LIST. 


The September issue of 



Subscriptions 


from: 

Tower 

Publishing, 

Tower 

House, 

Sovereign 

Park, 

Lathkill 

Street, 

Market 

Harboro, 

Leicester. 

LE16 CEF. 

Tel: 01858 

468888 

Six-month 

SUBSCRIPTION 

rates: 

UK AND 
BFPO: 

£17-70 

Annual 

SUBSCRIPTION 

rates: 

UK AND 
BFPO: 
£35-40, 
Surface mail: 
£40.00, 
Airmail 
Europe AND 
Eire: £46.00, 
Airmail 
Zones 1 and 
2: £73.00. 
Back issues: 
UK: £3.75. 
R.o.W: £6.25 
(includes 
P&P) 


us is on saie 20111 August 



PlayStation Plus is seliing out fast, so reserve a copy of the ultimate guide to the PlayStation by 
handing the following form into your local newsagent: Please reserve me a copy of PlayStation Plus 


NAME 
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SPECIAL RESERVE SALES 

01279 600204 


ISS PRO 

34.99 


V-RALLY 

38.99 


RAGE RACER 

34.99 


SYNDICATE WARS 

34.99 


SOUL BLADE 

35.99 


TOMB RAIDER LEGACY OF KAIN 

36.99 29.99 


PLAYSTATION GAMES 

• = NEW ITEM, xx% = REVIEW SCORE 
(TAP) = MULTIPLAYER VIA MULTITAP 
(LINK) = MULTIPLAYER VIA LINK CABLE, 
(ANL) = FEATURES ANALOGUE CONTROL 

10 PIN ALLEY.32.99 

2 EXTREME .30.99 

4-4-2 .31.99 

A-TRAIN .19.99 

ACTUAGOLF94% .35.99 

ACTUAGOLF2 .31.99 

ACTUA SOCCER CLUB EDITION .29.99 

ADIDAS POWER SOCCER INT’L 97 .35.99 

AGENT ARMSTRONG • .31.99 

AIR COMBAT 88% (ANL) 

ALIEN TRILOGY 94% 19.99 


AREA 51 (PLG) . 

BATMAN & ROBIN • . 

BATMAN FOREVER COIN-OP ... 
BATTLE ARENA TOSHINDEN 3 • 
BATTLE STATIONS .. 


Over 300,000 people have joined Special Reserve. 

The biggest games club in the World. 

Established 10 years. Special Reserve is the market leader in mail order home computing with a staff of 80 


SONY 14” KY-14MI 
REMOTE CONTROL TV 

169.99 

0% finance available. Call 01279 600204 to apply j 
or at one of our huge club shops in Bristol, I 
Chelmsford and Sawbridgeworth. j 

SPECIAL RESERVE ' 
MEMBERSHIP GIVES YOU 
10 ISSUES OF THE SPECIAL ' 
RESERVE CLUB MAGAZINE , 

Our 48 page full colour magazine, with i 
news, reviews and thousands of products ' 

OF THIS 

FREE^ 

Buy any one item from our entire catalogue at the same 
time as joining for a year (£7.50) or more and we’ll give you 

A FREE COPY OF EDGE MAGAZINE 

The future of interactive entertainment magazine. 
Worth £3.50, FREE to new members, f 

AND 

THE SPECIAL RESERVE 
BOOK OF 1001 CHEATS 

Cheats for games on most console 
and computer platforms. _ 

choose one of the fantastic gifts below absolutely free. ' 


DEATHTRAP DUNGEON • .36,99 

DESTRUCTION DERBY 93% (ANL, LINK) ...18.99 

DESTRUCTION DERBY 2 91% (ANL) .37.99 

DIE HARD TRILOGY 93% (PLG) .36.99 

DISCWORLD74% .35.99 

DOOM 93% (LINK) .33.99 

DRAGONHEART: FIRE & STEEL .29.99 

DUNGEON KEEPER .34.99 

EXHUMED 
FI (EIDOS) 

FADE TO BLACK 90% 

FANTASTIC 4 • 

FIFA 96 (TAP) 

FIFA 97 (TAP) ., 

FIGHTING FORCE* 


NEED FOR SPEED 2 . 

NHL 97 (TAP) 90% . 

NHL FACE OFF . 

ONSIDE SOCCER 85% . 

OVERBLOOD . 

PANDEMONIUM 92% . 

PANZER GENERAL 80% 

PFA SOCCER MANAGER • .. 

PGA 96 . 

PLAYER MANAGER . 

PO’ED87% .... 

PORSCHE CHALLENGE . 

PREMIER MANAGER 98 31.9 


...32.99 TEKKEN 2 95% .39.99 | 

...19.99 TENKA .34.99 

29.99 TIGER SHARK • .34.99 ! 

21.99 TOBALNO.192% .29.99; 

36.99 TOMB RAIDER 95% .36.1 ' 

28.99 TOMB RAIDER 2* .36.! 

28.99 TOP GUN .19.' 

36.99 TOSHINDEN 2 .29.! 

18.99 TOTAL DRIVIN* .35.! 

33.99 TOTAL NBA 97 .32,! 

19.99 TRANSPORT TYCOON 31.99 



ove^RiDf 


ITEMS f BOM V 


...32.99 

32.99 

29.99 
..34.99 

36.99 


BLAM! MACHINEHEAD .23.99 

BROKEN SWORD 90% 35.99 

BUBBLE BOBBLE 2.26.99 

BUST A MOVE 2 90% .19.99 

BUST A MOVE 3* .24.99 

CARNAGE HEART .33.99 

CHAMPIONSHIP MANAGER ALL STARS • 33.99 

CITY OF THE LOST CHILDREN 90% 36.99 

COMMANDS CONQUER 91% .35.99 

COOL BOARDERS 91% .35.99 

CRASH BANDICOOT 92% 40.99 

CRUSADER NO REMORSE 80% .34.99 

CRYPT KILLER + HYPERBLASTER GUN ...49.99 

DARK FORCES .31.99 

DARK STALKERS 88% 18.99 

DARKLIGHT CONFLICT .36.99 


FINAL DOOM (LINK) 90% 27.99 

FIRO AND KLAWD 89% .24.99 

FORMULA 1 94% (ANL, LINK) .39.99 

GUNSHIP2000 90% 19.99 

HARD BOILED* .29.99 

HARDCORE4X4 .17.99 

HERO’S ADVENTURE * .29,99 

IMPACT RACING .24.99 

INCREDIBLE HULK .28.99 

INT’L SUPERSTAR SOCCER DELUXE 95% 32.99 
INT’L SUPERSTAR SOCCER PRO 90% ,. .34.99 

IRON & BLOOD 83% .24.99 

IRON MAN/XO .28.99 

JONAH LOMU RUGBY .34.99 

LEGACY OF KAIN 93% 29.99 

LITTLE BIG ADVENTURE 29.99 

LOADED 85% .29.99 

MECHWARRIOR2 90% ... 33.99 

MICRO MACHINES 3 94% (TAP) .29.99 

MONSTER TRUCKS . 33.99 

MORTAL KOMBAT TRILOGY 92% 28.99 

NAMCO MUSEUM VOLUME 3 84% .30.99 

NAMCO TENNIS SMASH COURT (TAP) ...24.99 


QUARTER BACK CLUB 98 * 

RAGE RACER . 

RAGING SKIES (LINK). 

RALLY CROSS * 

RAY STORM * 

RAY TRACERS* 

RAYMAN 87% 

RE-LOADED ... 

REBEL ASSAULT 2 . 

RESIDENT EVIL 95% . 

RIDGE RACER 93% (ANL) . 

ROAD RASH . 

SENTIENT . 

SIM CITY 2000 91% . 

SOUL BLADE . 

SOVIET STRIKE 82% . 

SPACE HULK - VOTBA . 

SPIDER . 

STAR GLADIATOR 81% . 

STREETFIGHTER ALPHA 93% ... 
STREETFIGHTER ALPHA 2 94% 

SUIKODEN. 

SUPER PUZZLE FIGHTER 2 ... 

SYNDICATE WARS . 

TEKKEN 95% . 


...32.99 

...34.99 

29.99 

30.99 

34.99 

34.99 

18.99 

17.99 
...34.99 
...29.99 
...18.99 
...18.99 
...34.99 
...35.99 

35.99 
.27.99 
,19.99 
.33.99 
,19.99 
,24.99 
.24.99 
.31.99 

...26.99 

...34.99 

...18.99 


TRANSPORT TYCOON 

INCLUDES SONY MOUSE AND MAT * .42.99 

TRASH IT *.34.99 

TRUE PINBALL 80% (TAP) .19.99 

TWIN PACKS 

- BUBBLE BOBBLE & RAINBOW ISUND ...25.99 

- RIDGE RACER & WORMS .36.99 

TWISTED METAL WORLD TOUR 90% .35.99 

V - RALLY (ANL) .38.99 

V-TENNIS .29.99 

VANDAL HEARTS .35.99 

VICTORY BOXING 85% .19.99 

VIRTUAL GOLF 84% .19.99 

VIRTUAL POOL .34.99 

WARCRAFT2.36.99 

WILLIAMS ARCADE GREATEST 80% .19.99 

WING COMMANDER 4 36.99 

WING OVER *.34.99 

WIPEOUT 2097 (ANL, LINK) 93% .39.99 

WIPEOUT 94% (ANL, LINK) .18.99 

WORMS 92% .19.99 

X-COM ENEMY UNKNOWN .19.99 

X-COM: TERROR FROM THE DEEP .19.99 

X-MEN *.32.99 

X2 (PROJECT X2) .18.99 

XEVIOUS 3D/G * .34.99 





FREE PERSONAL STEREO, 
HEADPHONES AND CASE 

_ OR FREE MINI BOY 

CONSOLE KEYRING 
55 GAMES BUILT IN 
INCLUDING TETRIS 
STYLE GAME 
* • OR FREE CD WALLET 

AND MOUSE MAT 
5 DESIGNS TO CHOOSE FROM 


s 

5 


OR FREE GUYVER 1 VHS VIDEO 
MANGA ACTION FILM 
OB FREE CLIFFHANGER VIDEO 
OR FREE FOUR WEDDINGS 
AND A FUNERAL VIDEO 
OR FREE BATMAN RETURNS VIDEO j 
OE FREE RUNNING MAN VIDEO i 


FREE TO ENTER 

£23,000 in prizes! | 

A Lotus Elise, I 
17 PlayStations 17 copies of Formula 1,17 Gamester Steering Wheels 
Play by post, at our Club Shops or live on our web site @ 

http://special.reserve.co.uk 


fS 



PlayStation, from only 
£121.99 

All Official UK Machines 


0% 


PLAYSTATION DEALS 

All PlayStations come complete with one 
official controller and "Demo 1" CD, featuring 
playable demos of Formula 1, Tekken 2, Crash 
Bandicoot, WipEout 2097 plus rolling demos of 
Monster Trucks and Destruction Derby 2. 

PLAYSTATION .121.99 

PLAYSTATION + SOUL BLADE .152.99 

PLAYSTATION + FORMULA ONE .157.99 

i PLAYSTATION “FIRE” PACK .137.99 

! Includes memory card and extra Logic 3 controller 
PLAYSTATION + M/MACHINES 3 & EXTRA PAD 149.99 
PLAYSTATION + ISS PRO & EXTRA PAD.159.99 

PLAYSTATION “BIG DEAL 2” .229.99 

Includes PlayStation with Demo CD, official controller. 

Pandemonium, Tomb Raider, Fifa 96, memory card 
and extra controller 

£22.99 deposit plus nine further monthly 
payments of £23 

Total price £229.99. APR 0%. Save £45 on combined RRP. Offer ' ^ 

subject to status. To apply for 0% finance please place your order by 
telephone on 01279 600204 or at one of our club shops. 

PLAYSTATION “GREATEST DEAL” .299.99 

Includes PlayStation with Demo CD, Official controller, 

Tekken, Formula 1, Ridge Racer, Die Hard Trilogy, 

Fifa 96, memory card, extra controller and 
Predator light gun 

£29.99 deposit plus nine further monthly 

payments of £30 _ - , 

Total price £299.99. APR 0%. Save £39 on combined RRP. Offer subject to status. To 
apply for 0% finance please place your order by telephone on 01279 600204 or at one of 
our club shops. 


0% FINANCE ALSO AVAILABLE ON SELECTED NINTENDO 64 DEALS AND 
ALL SONY TV's A VCR’s 


NINTENDO 64 
& CONTROLLER 

•NINTENDO 64 WITH CONTROLLER 

f AND 256K MEMORY CARTRIDGE 144.99 

NINTENDO 64 WITH CONTROLLER 

AND SUPER MARIO 64 .187.99 

NINTENDO 64 WITH CONTROLLER AND MARIO KART 64 .187.99 

0% FINANCE AVAILABLE ON “BIG”, “GREATEST” AND “FOUR PLAYER” DEALS 




PLAYSTATION CONTROLLERS 

A ^ LOGIC 3 CONTROL STATION FOR PLAYSTATION . . . 11.99 

/- " * 8 BUTTON CONTROLLER WITH EXTRA LONG CABLE 

y OFFICIAL CONTROLLER FOR PLAYSTATION ... 18.99 

SAITEK MEGAPAD 11 JOYPAD FOR PLAYSTATION ... 14.99 

^ ERGONOMIC HAND GRIP DESIGN, AUTOFIRE, 8 TURBOFIRE BUTTONS 
^ yi AND INSTANTANEOUS RESPONSE 

^ * PREDATOR LIGHT GUN... 17.99 | ' 

3 SPEED AUTOFIRE, AUTO RELOAD AND LED DISPLAY , ^ 

LIGHTS. COMPATIBLE WITH GAMES MARKED (PLG) i' . -- j fZ 

MAD CATZ STEERING ' ~ ^ 

WHEEL AND FOOTPEDALS ... 49.99 

GAMESTER STEERING WHEEL 
AND FOOTPEDALS . . . 63.99 
' ANALOGUE STEERING, BRAKE AND ACCELERATOR. 

8 DIGITAL ACTION BUTTONS, COMPATIBLE WITH GAMES 

^ MARKED (ANL) (SHOWN) - - 

HYPERBLASTER LIGHT GUN FOR PLAYSTATION ... 24.99 
OFFICIALLY ENDORSED BY SONY. COMPATIBLE WITH GAMES MARKED (PLG) ; 

MEMORY CARDS - 

FIRE MEMORY CARD (15 SLOTS) FOR PLAYSTATION .13.49 

HIGH CAPACITY MEMORY CARD (120 SLOT) FOR PLAYSTATION .26.99 

SUPER HIGH CAPACITY MEMORY CARD (480 SLOT) FOR PLAYSTATION .34.99 

OFFICIAL MEMORY CARD (15 SLOT) FOR PLAYSTATION .15.99 

OTHER ACCESSORIES 

ANTI-SURGE 4 WAY TRAILING MULTIPLUG PROTECT UPTO 4 DEVICES FROM SURGES .24.99 

DUST COVER FOR PLAYSTATION .7.99 

LINK CABLE FOR PLAYSTATION CONNECT TWO MACHINES FOR HEAD-TO-HEAD GAMING 

SONY MULTI-TAP FOR PLAYSTATION CONNECTS UPTO 4 CONTROLLERS TO 1 PORT .27.99 

X-TENDER CABLE FOR PLAYSTATION EXTENDS CONTROLLER LEAD BY 1.5 METRES.9.99 

SCART LEADS FOR A PIXEL PERFECT PICTURE 
SCART LEAD - PLAYSTATION ...9.49 SCART LEAD - N64 ...9.99 




[Unbelievable 
[?ree ©bject 

with every 
Special Reserve PC 

Choose any one of the OBJECTS below 
ABSOLUTELY FREE when you order a 
Special Reserve ZZAP, FOXX, MAXX or BIZZ PC 
FREE NINTENDO 64 console with Nintendo 3D controller 
OR FREE MICROSOFT OFFICE small business edition 
OR FREE HP DESKJET 400c colour inkjet printer 
OR FREE MUSTEK 4800 Dpi colour flatbed scanner 

Call 01279 600204 
for details 


Special Reserve 

01279 600204 

Or fax YOUR ORDER ON 01279 726842 - We’ll fax back to confirm 
Open 9.30am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

We only supply members but you can order as you join 

Trial Membership only £1 

Trial Members receive one issue of the club magazine. Valid for one order. 

Annual Membership (UK) £7.50 

ANNUAL MEMBERSHIP FEES UK £7.50 EC £10.00 WORLD £12.00 
Members receive ten issues of the colour club magazine per year, a free copy 
of EDGE, Book of 1001 Cheats and a choice FREE gift when you buy any item 
as you join. There is no obligation to buy anything. 

All prices include VAT and carriage to MOST UK mainland addresses. 

(BLOCK CAPITALS please) PLAYSTATION PLUS 

Name & Address_ 


Enter membership number (if applicable) or 
NEW MEMBERSHIP FEE fANNUAL UK £7.501 



For OPTIONAL first class post add 50p per item 
For OPTIONAL fast delivery on hardware add £3.00 
ALL PRICES INCLUDE UK POSTAGE & VAT [7 
Cheque/P.O./Mastercard/Creditcharge/Switch/Visa £ 


1^3 


Overseas surcharge £2.00 per item - credit card only 

Cheques payable to 

Special Reserve at 

PO Box 847, Harlow, CM21 9PH 

^ We are mainly mail order but we also have 

« Three impressive 
Special Reserve Shops 

Bristol Avon Sawbridgeworth, Herts Chelmsford, Essex 
351 Gloucester Rd (A38) The Maltings, Station Rd 43 Broomfield Rd 
1 'h miles from the centre near the train station near the bus station 

0117 924 5000 01279 600399 01245 348777 

ALL OUR shops have full pc Repair and Upgrade Facilities - We fit any item bought for £10 
Some Items bought in the shops carry a £1 surcharge on the mail order prices 

We GUARANTEE TOTAL SATISFACTION! Inevitably some products listed may 
not yet be available. Please phone to check availability. Prices may change 
without prior notification. SAVE = Saving off full recommended price. 

Sent to press 3.7.97 Errors & Ommisions Excluded. 

Inter-Mediates Ltd, The Maltings, Sawbridgeworth, Herts CM21 9PG 











































































































































































































